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XPER-64 Expert System 

XPER is the first expert system for the CBM 64. Ordinary datavase systems are good for 
reproducing facts, but an expert system guides you through a mountain of facts - 
allowing you to make expert decisions. Using this unique knowledge based package, 
you first build the information into your database using XPER's simple loading 
procedures. Then by using fast, efficient search techniques, XPER easily guides you 
through the most complex decision making criteria. Includes full reporting and data 
maintenance capabilities. Used by Doctors, Scientists and Professionals. 

Disk and Manual Package for the CBM 64/128 (64 Mode) £33.95 
CADPAK - ENHANCED VERSION! 

CADPAK is a superb too! for computer aided design and drawing. Using either the 
Keyboard, Lightpen or MOUSE (New Feature!), you can draw directly on the screen to 
create and edit pictures, drawings, plans, etc. The new dimensioning feature allows 
exact scaled output of your design. A massive selection of commands including Zoom - 
to do detailed on a small section of screen, Line, Boxes, Copy sections of screen, Edit & 
use different Character Fonts, plus much more. Save design to disk. Hard copy to most 
Dot Matrix Printers. CBM 64 version works in 200 • 320 Resolution, CBM 128 works in 
640 * 320 Resolution. 

Disk and Manual Package for the CBM 64 £24.95 CBM 128 £29.95 
Above package (CBM 64) & Commodore 1351 Mouse £59.95 
Above package (CBM 128) & Commodore 1351 Mouse £69.95 
Lightpen £12,95 Commodore 1351 Miouse £29.95 

(Note ■ Only Works 
with 1531 Mouse) 



SUPER C - For The CBM 64 OR 128 

One of today's most popular languages, C is excellent as a development tool, produces 
6510 machine code - and it's very easy to transport C programs from one computer to 
another. Our compiler makes full use of this versatile language; it includes and editor, 
compiler, linker and handbook. Source programs can up to 41k long, 53k in object 
code! The linker allows up to 7 modules to be linked for later execution. Runtime library 
can be called from Machine Code or a Basic lookalike program. A Superb C Language 
Package. 

Disk and Manual Package for the CBM 64 & 128 (2 Versions on 1 Disk!) £34.95 

COBOL - Easy to Learn Business Language 

COBOL is the most widespread Business programming language in use today. Now 
you too can learn this English like language - fast, with our COBOL package. The 
COBOL System features a syntax checking editor, interpreter, compiler and symbolic 
debugging aids, and much more. Includes sample programs. 

Disk and Manual Package for the CBM 64 OR 128 just £29.95 - super vatuel 

ACCESS Order Hotline/Enquiries Telephone 0706 43519 (After 1pm Please). 
Prices Include VAT and P&P. Send Cheques or P.O. or S.A.E. for Catalogue to:- 
RAMSOFT (Dept DU). 24 Bankfield Lane, Norden, Rochdale, Lancashire 
OL11 5RJ. 
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DISK INSTRUCTIONS 



Before you use your disk for the first time, read this. 



We have done our best to make 
sure that Commodore Disk 
User will be compatible with 
all versions of the C64 and 
C128 computers and their 
associated disk drives, 

Getting the programs up and running 
should not present you with any difficulties at 
all, simply put your disk in the drive and enter 
the fo lowing command: 
LOAD "MENU",8,I 

Once the disk menu has loaded you will be 
able to start any of the programs simpy by 
pressing the letter that is to the left of the 
pfogrvrn [hat you want to use. 

CI 28 users please note that you should be 
in C64 mode when using the disk. You can 
enter C64 mode by either: 

i] Holding down the Comodore key 
(bottom left of the keyboard) when turning the 
computer on or, 

ii) After turning the computer on type 
G064 and ,>nswcr "Y" when prompted "ARE 
YOU SURE?'' 

It is possible for some programs to alter the 
computer's memory so that you will not be 
able to LOAD programs from the menu 
correct y until you reset the machine. We 
therefore suggest that you turn your computer 
Off and then en before 'o.Kliny each program. 

Copying the programs 

The disk is not protected in any way so you 
can copy the programs one, your own disk 
should you wish. All of the programs can be 
loaded independently of the menu t>y 

following the instructions with the relevant 



We would stress that you should ony copy 
the programs on the disk for your own use. 
After all, we don't want to have to start 
protecting them. 



Reading the directory 

Should you examine the directory of 
Commodore Disk User you will see that there 
are two files present on the disk. The first are 
the PRG files. These are the actual programs 
that are on the disk. The second type of file is as 
the USI? file. This file is ony used as a comment 
or separator on the directory listing and cannot 
be loaded. 

A USR file of a solid line is used to separate 
each of the programs. If you're copying 
programs onto your own disk then make sure 
that all necessary parts are copied over. 



Disk Problems 

Should you have problems loading any of 
theprogramsonthediskDONOTreturnthem 
to the editorial office. All faulty disks should be 

Commodore Disk User Vol 1 No 2 

Returns 

Disk Copy Labs 

20 Osyth Close 

Brack mil I s Industrial Estate 

Northampton 

NN4 ODY 

and a replacement disk will be sent to you. 
Note. Do not return the magazine. 



Apologies 



Some of you out there have had a 
Commodore Disk User - namey nc 
damaged by being badly packed 
would like to apologise to all our readers wf 
this, and add that the problem has been c 
impossible to guarantee that every disk dupli 
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/e problems tl- 



a process not under our control. We 
' been caused trouble and expense by 

d on the latest issue. Of course, it is 
wll be ,-i perfecty functional copy, very 



NEWS NEWS NEWS 



Update 



Even/thing that's going on in the world of Commodore disk 
computing 



Low-price modem 



The Demon 2"s features include fuN 
control from the user's computer, 
autodialling from' keyboard or directory. 



a..tr)rra;itally selecting the correct baud 
r ate tot r lr:rr sending or receiving. 
When used with the C64/IZ8. 
Demon 2 requires an RS232 



comms package, such as the 
Termpro from Precision Software. II 
full three-wire telephone circuit, < 



,,l ,:« 



and comes complete wi 
supply, fitted mains p 
metre telephone cable 



The modem can be turned oi 
indeper.Jenrly or the computer 
doesn't occupy the telephone line 
unnecessarily. Six LEDs on the front panel 
indicate transmit/receive speed, plus the 
status of the line and the computer. 

Datapmnc says that Demon's circuitry 
is sfjohscicated enough to handle poor 
telephone lines and protect against line 
transient voltages. 

- furth 
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Making no bones about it 

Superior Software's latest release, 
Bonectuncher, is a maze game with 
difference. In It you play an 
entrepreneurial dragon called Bono, 
who Is faced with a series Of 
increasingly perplexing tasks. Superior 
has added spice to the game by 
organising a competition with a prize 
of a portable radio for everyone who 
completes the game. 

Bono is an enterprising little dragon 
who has opened a bathhouse for the 
denizens of the deep sea. The smell of 
these monsters, however, has lured 
malevolent glooks into the bathhouse, 
who are hanging around, occupying 
too much space. Spiders and other 
nasties have taken up residence, but at 

the bathing monsters. Unfortunately 



a penc 



Ming 



gold for the consumers. Enemy nations 
attempt to hamper your nation's 
progress and must be fought off, so 
battle tactics and defence strategy 



Luke out for Star Wars 



be used to purchase gold to maintain 
the value of your currency. 

The electorate can also be pleased, 
or antagonised, about a widerangeof 
issues, including food, health, and 
•■ Iways 



the first part of a trilogy, using full v 
graphics as seen in the original. 

The original game appeared ir 
arcades some four years ago, and be 



NIWS NEWS NEWS 



which 

EA is marketing. Test Drive is not all that 
worthy, though, as the cars yen have to 
drive arc all high-performance sports cars 
ranging from a Ferrari Testarossa to a 
Lamborghini Countach, Each c 
program's cars is designed to 




professional ikaie;>:j,j[;lh(j rcrrprrir ors 

H iff Jump. Up to eight players compete for 
the best times and highest points Two 

City Downhill Battle are alst .-. uhNc 



NEWS NEWS NEWS 



Besides the games, EA is rr 



designers claim, is exi r-pnonally easy to 
read. They also say that it to mams a I we I 
of artifio il ii'Ie Migen.ic Ahi.n corrects the 
iii..inor"s mistakes - ire program will never 
let the user play out of tune or in the 
wrong rhythm. 

The system will play four instruments or 

along with the other three using mo..sc-o- 

All the Electronic Arts programs 
mentioned retail at £14.95. For further 
details contact the company on (0753) 
49442. 



Add four-play to your 
joystick 

One of the problems with complex 
arcade games and simulators is that 
you often have to use the keyboard as well 
as the joystick to run the game properly. 
Cheetah has had a go at solving the 



Cruising for a Bruising 

Argus Press Software is clearly out to 
prove that you don't have to be 
American to market a 'zap-the-commies' 
game. The Hunt for Red October has you 
playing the part of a defector in command 
of a submarine that is being hunted by the 
entire Russian Navy. The objrrr. c< you' 
game is to rendezvous your sub with the 
US Navy, but the Sovs are out to stop you. 
The Hunt for Red October is available from 
Argus Press Software on 01-439 0666 far 
£24.95. 
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the 125 Special 


functions 
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normal 



sequence playback; MIDI delay facility; an 
eight-track MIDI sequencer and a full sync 

The interface plugs into the C64's 
memory expansion port. The necessary 
software to run it, plus a MIDI lead, is 
included in the overall package, which 
costs £49.95 For further details contad 
Cheetah on: (0222] 555525. 



weapons. 

On each level of Jet Boys, you are 
confronted by a large and very 
aggressive beast which is equipped 
with Its own individual armoury. 

Life Forte require- 

super U 



to pilot, a 



/Ok 



.«,„,,, ;e, a power station in orbit. 
A bug in the system, however, means 

something Inimical and has created 
mutated lifefbrms which have to be 
eliminated before you can complete 

Finally, Mandroid is CRL's follow-up 
to Cyborg. Once again, you are a 
superpowered and mechanised semi- 
human on a mission to retrieve stolen 
blue prints. The search takes you 
through many settlements where you 




cason titles. 

rethoroughly 
nasty, looking on the lovable aliens as 
potential food sources. The object of 
the game Is to escape from the beastly 
bipeds, which unfortunately means 
making your way through a vast 
labyrinth. Unfortunately, a ticking 
time bomb adds to your troubles. . . 

fight your way through an awesome 
labyrinth of corridors and 
passageways Inside an alien craft. To 
succeed, you have to collect a number 
of components, but unfortunately gun 
turrets, missile stations, energy pods 

Jet Boys Is a smooth-scrolling shoot- 
above and below the surface of a 
distant planet. The object is to get 

process plch up increasingly powerful 



Exceterator extra 

P vesham Micros slim-line Exceler; 



£159.95 for the Excelerator Plus drive, 
Evesham is also offering GEOS, the 
Graphic Environment Operating 
System, from Berkeley Software. 
GEOS offers the user a wTMP 

of the Amiga. It includes: desktop, 
organiser and file manager; GeoPaint, 
which is a graphics editor; GeoWrite, a 
graph Ics- based word processor; 






st file loader. 

: mario 



Letters 



This is where you, dear readers, get the chance to have a say Questions, 
compliments or insults, we'll do our best to publish them all (well, the first 
two anyway!) 



To Zap or not to zap? 

Dear CDU, 

Thanks for a great disk, I am an arcade fan, 
and will find 3 in I Plus very useful in 
programming my own games, t also liked 
Ski Run a lot. 

I do have a couple of worries though. 
Your magazine (not so much the disk) 
seems to be aimed at people who like 
slow' games, stuff like adventures. I don't 
know anyone who plays these, and I think 
those who do must be older and don't care 
much about good computer games 
anyway. 

Why don't you review stuff that most 
people want to see, like Kung Fu games 
and Decathlon-type events? Adventures 
are so boring. 
Jerry Halford 

Dear CDU, 

I think a disk-based magazine for 
Commodore users has been long overdue, 
and I'm delighted at the appearance of 
Commodore Disk User, so I hope you don't 
mind me nagging you about the content of 
your disk. 

The utilities are fine, and Directory 
Designer in particular is a gem, endlessly 
useful. But those games. . . Surely you could 
have found something a bit more 
intelligent than Ski Run, a hopelessly 
simple-minded race game. Mobster looks 
pretty good initially, but quickly 
degenerates into a simple-minded 
shooting alley. 

With all that disk space available, don't 
tell me that you couldn't come up with a 
good-sized adventure or strategy game. 
Your magazine would seem particularly 
adapted to publishing adventures and 
role-playing games, since these cannot be 
put In listing-based mags like Your 
Commodore, as whoever types them in 
knows the solution straight away. 

Come on, CDU, not everyone out here is 
keen on sports or blasting things) 
Ms. A Melly 
Sevenoaks 



3 at all. We do, 
thai are available 
jmes appear only 
budget range. As 



Dear CDU, 






1 was appalled 


to find, in a magazine which 


must appeal 


strongly to 


the younger 


generation, ar 


encouragement to deal in 


drugs. 1 refer tc 


your game Mobster, where 


you can not only sell these 


ubstan ces, but 


take them! 
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must real is 


e that young 


people are very imp res 
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publishing dar 


nag in g Ideas 
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go a long way 


to negating 


all the current. 


and very worthy, campaigr 


s against drug 
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Jacob Vilnius 
Worthing 


Z~2£l 


the point of i tic 
about being a 

The Mafia have 



themselves. 
Continued on page 33 



Shoot-'em-up 
Construction Kit 



How to build a first class zappei r'-e easy way The 
Wizball boys bring profe ' al |C\ ti t a< n. m within your 
grasp. 



by Norman Doyle 

Wow! I don't often say it but, like, 
wow! this is crucial stuff, man. 
When they said they were doing a 
construction kit, I thought Chris Yates and 
John Hare were treading a well-trodden path 
to disaster but what a blast they've come up 
with. 

What Chris and John have done is to break 
the shoot-'em-up down into eight separate 
parts. Create sensible routines and screen 
layouts to help the user design the game 
elements which can then be combined to 
make games that look incredibly different. 



Editing Sprites 



All the little characters in the game are 
sprites. If it moves, sprite it. Any of 127 sprites 
can be used, abused and generally mangled 01 
manipulated. 

The sprite design screen is one of the best 
and fastest to use that I've ever seen. A really 
slick multicolour display which can be 
designed, copied and then flipped, wrap 
vf'.Vri in four drrettions. mirrored or 
modified for animated sequences 



to make a kill, type of bullet, firing pattern, SFX 
(bullet and ex| d, firing rate, 

and the result of a collision with the player. 
What more could you ask for? 

Edit Background 

This is the wallpaper that scrolls along as 
you advance through the game. 250 character 
blocks can be defined, each one consisting of a 
5x5 matrix of character squares. Each 
character can be designed individually with 
three fixed colours and one that can be 
selected from the eight principal colours on 
the number keys of the computer. 

Once you've used rhe i fwrarter editor - a 
smaller version of the sprite editor - you can 
build up each character block from these 
elements. Blocks acid characters can be copied 
easily and the map can be built up block by 
block using the Edit Map option. 



This is 









is. An object is any of the sprites t 

jve created and up to 58 objects can oe 

isen, each having up to 18 frames of 

mation. Obviously for all the sprites to have 
; number of animation frames you'd need 
;r 1000 sprite definitions. A total of 18 frames 
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Editing Sounds 



There are 24 different sound effects built 
into the program but this is not as limiting as it 
sounds. Each effect can be fine tuned to your 
own requirements. Waveform, attack, decay, 
pitch, speed and time can be varied until you 
hit on the sound you like. I f this sound happens 
to be linked to the wrong category, you can 
copy across from one definition to another. 

Why let the players have it all their own 
way? This is the meanie panel where you 

cursing all the way through. 




The menus for Flayer One and Two are the 
same. Whether the player can take part, the 
number of lives and bullets, speed of player 
and bullet, range of bullet and direction can be 
determined. The other consideration is - what 
happens if an impassable block is reached? 
The option is between death or just stop. 

Realty mean operators will be pleased to 
note that the movement of the player can be 
restricted to a fixed area of the screen, as large 
or small as you choose. The more generous 
designer may show magnanimity by giving 
away extra lives for each 10.000 points scored. 

Editing Attack Waves 

This is where the going gets really toughl 
You select the rough area of the map for each 
enemy object, fine tune to the exact point and 
press fire to place it at its start position, rne 
pattern of movement can then be 'drawn' on 
the screen with the joystick and stored in the 
games memory. 

There is a limited space for these moves so 
keeping it simple is the key to the hairiest 
shoot-' em-ups with lots of aliens 

Megamonsters such as you find at the end 
of each level of Nemesis can be created by 
joining several sprites together. These can 
then be animated to follow a flight path. Some 
of the possible effects are absolutely stunning. 

Editing Levels 



There is a maximum of 22 levels that you 
can define. These can be any number of 
screens long and can be held still for a selected 
time while the player is mauled by a mega- 
monster, scrolled at a chosen speed or push- 
scrolled when the player hits the top of the 

This is where the game plan really comes 
together and the temptation is to go off and 

blast a few objects.-.and why not? After all, the 
Test function has an infinite lives cheat mode 
so you can try the game from beginning to 



There are two modes of saving. The first is 
saving the whole game in a form which can be 
loaded independently of the construction 
program - good enough to sell, in fan. 

The second save allows each design 
section to be saved individually for later fine 



tuning after play testing, or simptytoallowyou 
to switch off in mid game design 

In later issues of Commodore Disk User 
we'll tell you how the sprites designed with 
the program can be manipulated for other 
projects. 

Not so Silly 

The good news is that you can sell your 
games without having to pay royalties to 
Palace Software, the programmers or anyone 
else. This is not as siify as it may sound. All four 
of the free example games are worthy of 
consideration by the budget software houses 
and there's no reason wry yours shouldn't be 
equal fy as good. 

The bad news is that you can't have a 
loading screen or fantastic musical 
accompaniment. This may affectyour chances 
with the budget people but surety your game 
is just too good to ignore, isn't it? 

The design of the screen can also take a 
little smoothing out. If too much is happening 

can't cope and the movement slows down and 
judders. If you like you could argue thru some 
of the best scenes of murder and mayhem at 
the cinema are performed in slow motion, I 
doubt if the potential buyers or your game 
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I programmers r 



in eight sprites in 



Don't try to 



Try to avoid ' 

horizontal alignment on the screen or else the 

extra ones will become invisible enemies! 

The Shoot-' em-up Construction Kit may be 
called SEUCK for short but suck it doesn't! It's a 
brilliantly constructed and executed utility. The 
whole package is self-explanatory and does 
not need a heavy tome full of instruction. All 
you need is printed on a neat, easy to consult, 
poster which can be pinned on the wall 
behind or beside your computer. 

Standard Slapshot shoot-'em-ups are 
possible, but you can also produce 
Commando games. Gauntlet games and you 
may even break the mould and produce 
something that no-one has thought of before. 

As far as I'm concerned the only limitation 
to the Shoot- em-up Construction Kit is the 
size of the gap between your ears. Areyou big 
enough to take up the challenge? ■ 



Reviews 



Our team of highly-Mined playtesters rherks out the latest 

releases 



Gunship 

Microprose, the masters of simulation soft- 
ware has released Gunship, its high- 
flying combat helicopter simulator, with an 
audio tape that gives you a personal flying 
lesson from Major "Wild" Bill Stealey himself. 
(See the last Commodore Disk User for an 
interview with Wild Bill). 

The Gunship you'll be frying is an Apache 
AH-64 attack helicopter that's armed with 
cannons for taking out close-range targets; 
rockets for soft targets such as gun 
emplacements; Hellfire missiles to take out 
tanks and bunkers; and Sidewinder missiles to 
trash enemy Hind helicopters. 

You'll begin your flying career on the 
training fields of the USA until you get the feel 
of the Apache and devise your own combat 
tactics. Then you're posted to one of the 
world's war zones, probably Southeast Asia at 
first, and later, the tougher regions of the 
Middle East and Western Europe. 

To succeed as a combat pilot you will have 
to learn the best ways to attack the enemy, 
using terrain to cover you from enemy fire until 
you're ready to strike. It's also Important to 
know the strengths and limitations of your 
weapon systems. If you complete your missions 
you'll soon rise through the ranks and have 
medals heaped upon you. Fail and you'll end 
up in a smouldering neap. 

Gunship is one of the all-time classic 
combat games. It's easy to learn, particular^ 
with the flying lesson tape, but then gives you 
challenge after challenge as you tackle over 



'm going to try and review Xor without 
loading it in again. I know if I see the title 
screen I II be hooked again and will stare at the 
screen until I can solve another of the I S mind- 
mangling mazes. Last night, I loaded it in for a 
few minutes and didn't finish till after 2aml 
I'm not getting any sleep and I'm beginning 



it spread to the CM. The problem is that it 
seems so simple. There are IB mazes that 
contain masks that you must collect before you 
can go through a door to complete the level. In 
your way, however, there are chickens that 
always move sideways and fish that always fall 
down. If you get caught by one of these then 
your game is effectively over. You actually have 
two shields that are in play simultaneously but 



100 missions. 

Finally, the audio tape also includes a prize 

that you eansendoflandclaim.lt will probably 

be a poster or mug but it just might be a 

computer, disk drive or a trip to the States, 

Tony Hetherlngton 



AT A GLANCE UH Oj 

Name: Gunship ■■ ^> ■■ ^™ ■■ 

Supplier: Microprose, 2 Market Place, Tetbury, Glous., GL8 8DA. TEL: 

0666 54326 

Price: £19.95 

Graphics: Good 

Sound: whoosh, bang, whirr 

Playabilliy: Great 

Addictrveness: You'll be flying into the earfv hours 




are usually trapped in different parts of the The problem is that this is all so addictive. It 

maze. You can even find the four pieces of the will drive you back again and again until you 









map of the maze as well a 


forcefields that 


work out how to get the mask without letting 








restrict your movements, borr 




the chicken r'viiqe ,k ross r,';e screen that will 








a way through to a new part of the maze and 


then detonate the bomb that will blow you upl 








transporters. 




When you finally figure out that one there are 








There isn't even a time Nm 


t to worry about 


even more devious puzzles lurking on the disk. 








so you can stare at the sere 


n for hours. You 


If you manage to so lue all IS levels and solve 








can replay a game too, to sh 


ow exactly what 


the anagram that you get on completion of a 








happened to make sure it 


doesn't happen 


level you'll get a badge and certificate to prove 








again. 




it. If you don't then you'll probably be certifiedl 
Tony Herherfngton 
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Name: Xor 








Supplier: Logotron, Dales Brewery, Gwydir Street, Cambridge C8t 2U 




Tel: 0223 323656 








Price £19.95 








Graphics: Functional 








Sound: N/A 








PJayabiltty: Puzzling 








Addlctlvene*s: You have 


been warned! 








Indiana Jones and the Temple of 
Doom 






k' % m 






1 ndiana Jones bursts onto the C.64 screen in 






1 the conversion of the coin-op game of the 








film. This game is split into three parts 
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Complete one and you survive to attempt the 



In Part one you must free the children th 
are trapped in cages and guarded by the e 
Thuggee soldiers. Armed only with your trusty 
whip you leap around the snakes and Adders 
of the cavern, cutting down guards as you go, 
and freeing the kids with a single whip When 
you've freed them all you a 



This is the sh 



:oParttv 
it part of the game, a 






> find t 



AT A GLANCE 

Name: Indiana Jones and the Temple of Doom 

Supplier: LIS Gold, 2/3 Holford Way, Holford, Birmingham B< 

021-356 3388 

Price: £14.99 

Graphics: poor 

Sound: dreadful 

PlayaWlrty: easy 



Addlctfvenew: You'll 



o something fc> 




;. Get it wrong 
and either the pursuing guards will get you, o 
you'll come off the rails. After onfy a fev 
failures you'll be on course and coast through 
into the next stage. 

Part three takes Indy into the temple itself 
where you must dodge yet more Thuggee 
guards, swing across a fiery pit, grab a magical 
stone and dive through a door which leads 
back into the caverns full of more caged kids. 

The game is a good conversion lalthough 
the music is awful) of an arcade game tf 

Andrew Boyle 



Earth Orbit Stations 


to build a .station that will make you enough 




money to continue with the game. Your first 




station will consist of a command module. 


pace, the final frontier. In EOS. you 


ant, life support, gym and galley 


^ are in charge of the next 50 yea is of the 




iur mission depends 


more of the various commercial or research 




'■, This basic system will produce 


race- to build the first space station in Earth 


life, galley and power points that are needed 


orbit or a search for alien life. 


to drive units such as shuttleports. space 


vttiatever the mission, your first priority is 


telescopes, agricultural, f. 



pharmaceutical, compute h 'I " i 

communications satellites and energy 
platforms. 

Each module has a basic cost and a 
running cost and must be fitted onto your 
growing space station via a spare connector. If 
you're running short of spare connectors you 
can buy a short or iong extension for your 
station but by now you'll probably need more 
life, power and galley modules to service it. 

Each turn, you and your human and 
computer opponents [up to 3 of them) make or 
lose money depending on the fluctuating 
markets and so you get a chance to adjust the 
prices that you charge for the goods created 
byyourshuttleportor chemical lab and ..tv the 
revenue to build more modules, borrow 
money from the galactic bank, check the latest 
headlines in the EOS for news or pay off part of 
your growing debt. 

At some time in the game you will want to 
swap some of the modules from commerce to 
research to try for that important 
breakthrough in tech.n hcjcjj that could win 
you the game. Unfortunately, research costs 
money so you have to time this move well or 
your space program will crumble around you. 
In sn advanced game you can send off 
probes to explore and plunder new worlds. 
win sponsorship deals to pay for your 
research, build cargo liners to reach the stars 
and build new space colonies to mine for ores. 
EOS is a unique mixture of strategy, 
financial wizardry and exploration that takes a 
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AT A GLANCE fll M 91 flfl 

Name: Earth Orbit Stations 

Supplier: Electronic Arts. Langtey Business Centre, 11-49 Station Road, 

Langley, Nr Shrough, Berks SL3 7YN. Tel: (0753) 49442 

Price: £12.95 

Graphics: modular 

Sound: none 

Payability: strategic 

Addlcth/eness: I'll have just one more game 



Chuck Yeager's Advanced Flight 
Trainer 



e you got what it takes to become a 
st pilot? Here's your chance to find 
lou can climb into anryof 14 aircraft and 



H 



r that you can follow to practice joystick 
s. Once you've learned how to take off, 
, dive and land you can practise some 



Cuban 8's. 

When you think you've earned your wings 
you can cl imb i nto one o f the a ircraft wa iting in 
the hangar and "see what they can do". These 

rige from the Sopwith Camel and 
Sp i t <i r e to t he Lo ck n eed SB- 7 1 a nd McDon n el I 
Douglas F-18. Each one has "its own set of 
controls, instrument panel, abilities and 

s. Your job as a test pilot is to find out 



tale - so you must always expect the unexpected 

If that's not enough you can risk life and 

limb in 3 dart • rteral Yeager 

tniough gates, slaloms and even skyscrapers! 

14 flight simulators for the price of one. 

Graham Wiseman 




AT A GLANCE B| 91 91 

Name; Chuck Yeager's Advanced Flight Trainer 
Supplier: Electronic Arts, Langley Business Centre, 11-49 Station Rd„ 
Langley, Nr Slough, Berks SL3 8YN TEL: 0753 49444 
Price: £16.95 
Graph la: Ace 
Sound: hhmmmm 
Flayablltty: easy 

— Highflyer 



OGRE 

Ogre is the computer version of the board 
game which has become something of a 
cult. On the nuclear battle-fields of tomorrow, 
infantry are clad in powered armour, giant 
howitzers hurl nuclear shells over staggering 
distances and the main battle tank', combine 
high speed with enormous power. The most 
fearsome, however, is the Ogre. This half- 
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ATAGUNceg m H H 

Name: Ogre. 

Supplier: Origins/Microprose, 2 Market Place, Tetbury, Glous 

GL8 8DA Tel: 0666 54326. 

Price: £12.95 

Graphics: Strategic 

Sound: whizz, bang 

Playability: challenging 

Addlcltfveness: I'll stop the Ogre next game... 



Starfox 






1 n the unofficial sequel to Skyfoxyou nov 


If sit 




of the vessel Starfox. 


Ihe 




middle of the Rubicon o 






et up to protect the e 


■(hi 


planets of the 


fystLirfal system from a 




attack. Although 


rid now you must destroy 


inn 


Invading waves of aliens. 






s equipped with a stand 






!x.i-( barged stardrive 




enough fuel to 






However, you 


M» soon be swamped 


by 



AT A GLANCE 
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Name: Starfox 

Supplier: Reaktor (Ariolasoft), 9 Disraeli Rd., Putney, London SW15 2DR 

Tel: 01-785 4285 

Price: £12.99 

Graphics: poor 

Sound: poor 

Playabiliiyr dull 

AddlctrVeness; The game takes a long time to get nowhere 



its massive array of missiles, guns and anti- 
personnel mines. Its taigel is" ihe command 
post that controls the defending forces. You 
must protect this by stopping the relentless 
killing machine. 

\X/hen the game has loaded you are 
greeted by pulldown menus and "clicking" 
game controls as you choose your weapons 
for the impending duel. The mixture of tanks, 
guns and troops you choose helps to form your 
strategy. Will you opt for a static line of 
howitzers, in the hope that you blow the Ogre 
to bits be/ore it '(.'acnes you. or will you opt for 
weaker units that can move out of trouble (at 
least some of the time)? You can even arm 
yourself entirely with GEVs, the hovercraft of 
the 7 i.st century, that can move in, attack and 

Whatever your choice you are left with the 
same powerful, relentless opponent and the 
dilemma whether to attack its weapons or try 
to slow it down first by h.rjny its treads. As 
with all the best games there isn't one 
"correct" strategy that works all the time. To 
add to you' problems once you've finally 
defeated the Mark III version of the Ogre 
there's the bigger Mark V waiting in the 
wings. This monster has more than twice the 
firepower of the Mark III and has been known 
' ' battlefield a"c! 






?rythi: 



s path v 



ratched! 

An army pitted against a single piece 
makes an interesting conflict and one that runs 
surprisingly close! Have you got what it takes 
to stop the Ogre? 

Tony Hetherington 




To progress from one system to the next 
:>u must complete the tasks set foryou when 
;u visit the system's planet. These won't be 
ssy as the task for level one is to destroy 60 



planets. wh< 
wrvipo.'is ■'-<'«- 



ou an add more powerful 
n fuel-ships, top up your fuel. 

'is rapid^/ bee 



Short but sweet 

Games on disk have a long shelf-fife. Here are some of 
our favourite products, whrrh, although not new releases, 
will still be found in the shops. 




Computer Scrabble 



Surprising 
board 



version of the perennial 
• main advantage is 
tyou tan play anytime and sharpen up your skill'; 
without having to persuade a human to join in the 
game has an impi sivi i.i'hi n r < :ome 20,000 



only use 






sonahle game, I was pleasantly surprised by 
the standard of the challenge it set. G" ' 

Price: E15.95 

Supplier: Leisure Genius/Virgin Games. Tel: t 
727 8070 



just rapid fire. Not at all easy follow-up to Infocom's 
nust be made at top speed. It'll Tthis game invites 



take you a few missions to perfect your ta 
stay the distance. A good game that just falls sh 

Price: £14.95 

Supplier: Electronic Arts. Tel: [0753J 49442 

The Guf Id of Thieves 

The second adventure release from Magn< 






nttlr daten. Apart from that, the story is beautifully 
put together. Devotees of SF ant! particularly 

Pi.'NMf.ill w.N wvnr : s'i ;:ui and huy this one. 

GH 
Price: £24.99 
Supplier: Activisi on/In foco.m Tel: 01-431 NO! 



j:.f,f,y t=:i-ii. '■ i Recommended. 

Price: £19.95 

Supplier: Rainbird/Mag.-ierrc Seed's Tel: 01-240 



Gf2= 



Defender of the Crown 







Supplier: Accolade/US Gold Tel: 071- ISA «Hfi 

California Games 



Supplier: Epyx/US Gold. Tel: 021-3! 



Legacy of Ancients 




Supplier: US Gold Tel: 021-5. 

The Dungeon 



A treat for wargame fans, this is a Tta is the second scenario in Datasofls 
compilation of three of PSS's best- | Alternate Reanly ro:c-p Laying scries 



IWI' []:1IHP'- I 






highly rei - -id newcomer: 

Price: £17 95 

Supplier: PSS Tel: |0203) 667556 



Supplier: Datasoft/US Gold. Tel: 021-358 J; :H 



Strategic 
Simulations 

SSI is a long-established US software House which has 
firmly raptured the American strategy and role-playing game 
market. Can it repeat the trick in the UK? 

By Tony Hetherington 

Strategic Simulations Inc is one of the 
biggest American software houses. 
Undoubtedly, it leads trie field 'n strategy- 
games with classics such as Colonial 
Conquest Phantasie I and II, Gemstone 
Warrior and, recently, B24. 

An SSI game '-as its own unique style. The 
game disk is supplied in a presentation box 
with a full instruction manual. The games 
themselves have graphics that you certainty 

wandering jerkily round a map, but the game 
mechanics have a depth that will challenge 
you for months. For example, one of the latest 
releases, Realms :>( Drirk.'iess. has an estimated 
playing time of over ISO hours! 

In the following pages we'll look at the pick 
of the new SSI imports [via US Gold} and the 
plans in progress to bring Dungeons and 
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fantasy role-playing games v. 
Questran, Phantasie and, rr 
Shard of Spring. Now these r 
by Phantasie III, Gemstone I 
Crown and Realms of Darkness. 

Future plans, however, are grabbing 

■james ' 



party of hi 










1. SSI plan 



s D&D 



ittenReair 

' created far AD&D players to 
; year SSI will open the Realms 



lantasie III is the third part of the Phantasie 
logy m which you meet the Dark Lord himself 
a final conflict as he sets out to conquer the 



i: players can eve- give themselves , 
start by converting existing heroes to tt 
Ph.-ntasie 11/ format. 







kfl Gemstone Healer 

In Gemstone Warrior, SSI's version of an 
arcade game, the player delves deep into the 

depths of The Underworld and rescues the five 
pieces of the broken Gemstone. By the time of 
Gemstone Healer, the world is safe, for a 
while at least, so you try to restore the 
Gemstone and the power it gave man to live in 
peace, free from the continuous onslaught of 
demons' minions. 

Gemstone Healer is played in a random 
dungeon that's created from the name that 
you give it. Novice Gemstone Healers start by 
exploring a dungeon created by the name 
Gemstone Healer. 

In the dungeon you must live by your 
sword, crossboworfromyour limited supply of 
firebolts. These you must use wisely to protect 
you from the evils that lurk within as the 
dungeon caverns crawl with skeletons, 
ghosts, exploding hydrogen plants, disease- 
carrying shamblers. giant amoebae and the 
demons themselves. 
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If you defeat these he 
find some gold, a quiver o 
bolts but for real treasure 
chests and coffins to look 

These magic items wil 
quest, as you can find a c 

goblets to heal you, seep 
and scrolls that contain l~ 
You may also find some of 
that you must use to repe 
Gemstone Healer mot 
unlike the other SSI game 

only those will save you w 
cavern packed with demc 


rrors then you may 
farrow or some fire 
s you should search 

for magic items. 

agger that displays 
make you invisible, 
tres for protection, 
ints for your quest 
he 25 healing tools 
ir the Gemstone. 
es at a pace quite 
s and will test your 
kill and strategy as 
hen you walk intoa 



Wizard's Crown 

Your quest in Wizard's Crown is perilous 
indeed as you must retrieve the Crown of the 
Emperor from the dungeon, lair of the evil 
wizard Tarmon. As you begin the quest with 
your party of eight heroes you only have basic 
skills and equipment. These must be improved 
through combat with the thieves and thugs 
that lurk in the city streets. 

When you have thrashed a few thugs you 
can go to the local swordwielders's club and 
improve your character by swapping 
experience for an increase in some of your 
skills. For example, fighter should improve his 
combat awareness and his skill in his chosen 
weapons, a sorcerer increases his spell power 
and a priest improves his abilities to pray for 
healing and turning away the undead. 

Wizard's Crown isn't just another SSI 
fantasy role-playing game as it adds tactical 
combat to the action. Whenever you meet an 
enemy you can either opt for quick, or full, 
combat. Quick combat is over in seconds and 
usually leaves you bleeding but if you prefer 
not to go for this invisible hand-of-d'eath style 
of fighting you can opt for a full 20 minute 
battle where you decide every action for your 
characters. 

Realms of Darkness 



Real ms of Darkn es: 
form of role-playing game with a stand 
graphics adventure. You can swap betwi 
modes depending on whether you havi 
battle to fight or a puzzle to solve. It is a 
arguably SSI's biggest adventure and it 



claim 












As you open the box, you can tell you're tn 
for something special as you find not only the 
two game disks, and an nstiu< nun took, but 
also a hint book as well as maps and guides 
and a pouch that you will find later in the 

To complete the Realms of Darkness you 
will have to fij I Iff J seven different quests which 
will lead you through a massive wilderness 
packed with cities and 30 levels of dungeons. 

The Realms also have the usual single-key 
command format for a more user-friendly 
system of joystick-selected menus. It's nice 
that something's friendly in a world packed 
with perils. As soon as you hit a problem that 
can't be solved by brute force you can easity 
switch into adventure mode, talk to people 
you meet, and try everything you can trunk o! 
to snive l he puzzle you face, if all else Faid, it's 
comforting to know that the answer may lie 
i the hint book. 



Warlords 

SSI catalogues bulge with battles that 
can be fought between you and your C64, br 
with another human, leaving the computer to 
do all the number-crunching that takes so 
much time in board wargaming. Now you can 
take charge of your troops and concentrate on 
the strategy and tactics while the computer 
does all the paperwork. 

Two new SSI wargamesshow the variety of 
games on offer that range from a full-blooded 
simulation of the American Civil War battle of 
Gettysburg, fought between 160,000 troops, 
and the man-to-man World War II street 
fighting of Computer Ambush. 

Computer Ambush 

The scene is a half-ruined town in the 
middle of World War II France. You are 
Sergeant J.C "Buck" Padboka and you 
command a squad of ten US soldiers. 
Somewhere in the town are 10 Germans and 
there just isn't room in the town for the both of 
you. 



Gettysburg - The Turning Point 

Gettysburg is in complete contrast to 
Computer Ambush as the historic battle was 
fought between 90,000 Union soldiers and 
70,000 Confederates, claiming over 50.000 
casualties. 

The real battle began not as a set-piece 
conflict but from a skirmish between 
Confederate Infantry looking for shoes ad 
Cavalry from Meade's Union army that were 
trailing Lee's Confederates. 

The game simulates the way this skirmish 
grew as the opposing commanders have only a 
handful of units at the beginning of the game 
which are joined by reinforcements as the 
battle develops. These reinforcements arrive at 
up to four hours before or after their historic al 
time to simulate the uncertainties of war and 
to keep the commanders guessing. 

As well as beating the opposing troops into 
a pulp you must try and take key locations. 
■ These locations not only provide a focal point 
for the battle but also add to the victory points 
that decide the overall result of the game. 



The ad 



;es plac 



:h of your squad telling 
them to ready weapons, run, walk, creep or 
crawl to position and then fire at set targets or 
at anything that crosses their line of sight. Each 
of these actions takes time which allows the 
computer to plot the turn and theresults of any 
combat. This flexible system allows you to 
speed up or slow down the pace of the game 
as required while giving you total control of 

The key to success lies in knowing what 
your men can and can't do and then using the 
right men for the right job. At the beginning of 
the game you don't know where the Germans 
sre so it's best to send your good spotters to 
find them, while your other men cover 
expert shots while the others cover 
surrounding streets to look out for ary 




that v 



I add t< 






injuries m 
less and 

The computer opponent will give you a run 
for your money, although it csn never replace 
the unpredictability of a human adversary, so 
the box contains the materials for a two-player 
game which include two plastic-covered maps 
of the towns and grease-proof pencils so you 
can plot and plan your moves while your 
opponent is at the computer. 



Gettysburg - The Turning Point is an 
impressive historical simulation. Despite the 
massive numbers bf troops on either side 

Indeed at the end of each game hour you 
receive a report of the numbers of troops 
reported dead, injured or missing. Each unit 
has a number of ammunition points that 
decides its fire power. Fatigue pbints 
determine its will to fight and the unit even 
possesses a Commander who forms part of the 
command structure that passes your orders 



As 






other SSI games, only a disk 
makes .possible the depth and complexity 
these strategic struggles demand. ■ 



Disk librarian 




In the last issue of "Disk User" we gave you a utility to sort 

out your disk directories. Now we provide you with a 

versatile program that helps you to catalogue all your 

disks. 

By Burghard-Henry Lehmann 



The more disks you've got, the more 
urgently you need some kind of library 
system that lets you find a program or 
file quickly and without too much fuss I ', ivir n_; 
to load one directory after the other, every time 
you are looking tor something, can become 
very frustrating and time-consuming. 

This is especially true if you use your 
computer for 'useful' things, such as 
wordprocessing, or if you do a lot of 
1 1 1 1 1 g r ,-ni r 'i i n q . ■.■■■.■■ h i c h means that you wil I have 
an ever growing collection of utility programs 
and library routines. Here the problem arises 
that after a time you might not even be able to 
remember what a particulai program or file is 
called. 

Disk Librarian allows you to build up a disk 
filing system which suits your particular needs. 
This is done by sorting your files into categories 
and subcategories which you can name 
yourself. 

Let's say you are into wordprocessing. This 
means that after a time you will have collected 



rr;tvi.'";? Unless you develop 



alphabetic-! I fy yon v, 
find it very difficult after a time to make head 
tail out of your list. After 
filename on itso» 
,i romp heated systt . 
you < vm into the 16 available bytes ior eaui 
filename, like "1 to par 10.8.87", meaning: 
"letter to parents written on the 10,8.87', a 
filename by itself will tell you very little. 

' , of abbreviations 



"Letters August 87" [Disk Librarian allows you 
to give categories and subcategories names up 
to 24 cha ra ct er s i n ! m tj i r 1 1 wn i t h wou Id ma ke 
the filename itself even more convenient 

How Disk Librarian Is Organized 

Disk Librarian consists of three major parts; 

Part I allows you to create and update your 

disk library by loading the directories of your 
disks into the computer, deciding which files 
you want to include in the library and naming 
tl ie i ategories and subcategories you want to 
sort them under. 



Part 3 is entirely reserved for yelling a 
lYifdiopyofyOM' horary eocenes, fornu-'ttctl '■: ,-i 
way which suits you and your printer. 






computer can be 
wrong and you i 



fi.'e; i 






o type ii 



II be presented with 
ond" message. 



i quickly without ...i M ,,.. J ^„^ J . — 

Tits the amount of information you can 

k Librarian helps you to overcome this 

ting your files into categories 



jtxatego 
"Documents' 



s io ri 






category called 
a subcategory called 
I his means that you could call the 
__>lf "Parent 10.8.87", which is much 
> type in. Or - if you write lots of letters - 
subcategory called 



When you start the program off. you arc 
presented with an initial menu which allows 
you to choose which main part you require. 
The fur h t n in keys are reserved for this purpose, 
and later on you can use them also to switch 
from one of the three parts to another. 

Starting Your Disk Library 



each one consisting of s 
sequential files- T';e first superfrle holds all the 
disk names, disk id's and all selected files from 
each disk in the order in which you have build 
up your library. 

The second superfife too consists o< sever a I 
smaller files, each containing the files col lected 
under a particular category or subcategory. In 
future I will call this the "Category File", while I 
will call the former file the "Chronological File" 
because it builds up chronologically as you 
I -, ad In ig new disks 
and new files. 

It is a good idea to prepare two newry- 
formatted disks, one for each of the al 
superfiles. This ensures that there will be no 



confusion between the files Disk Librarian 
creates and other files and also ensures that 
there will be enough disk space. 

To format a disk use the disk commands 
option in Part 1 of Disk Librarian. Simply enter 
"(3" and then a line like this: "NClTcnolg 
Fi.'e.xx xx"("xxxx" is the disk id which you can 
omit if you format a disk which has already 
been formatted before). 

Furthermore there is a third file created by 
Disk Librarian; The "Master File". This file holds 
all the names and id numbers Of the disks 
included in the library and the names and 
numbers of all the categories and 
subcategories initiated by you. 

The Master File serves as a sort of 
housekeeping file which is used by all the 
major three parts of the program as an 
important source of information. It is therefore 
of vital importance to save this file regularly. 
The program will request you to do this at 
■-.eve' .-'I points in the operation. 

Whenever you update or change your 
library use firs! trie "D" option in part I of the 
program, which allows you to enter the 
present date I :ia date, together with the first 
three digits of the disk id, will make up the file 
name of the sequential file within the 
Chronological ' i.'e and irnrp importantly, tells 
you when you have last deal! wil h a partit u.n 
disk. 



[,:. step ill ,"ddinq a new/ disk 'i;yi;i,i 
3 load the disk directory by pressing 
3ad Directory". 
allow you to return at any given time 



consist of a loader module and several files 
which are loaded by the loader. It wojicl'i'i 
make much sense to include all those files into 
the library. This would only waste valuable 
space and wouldn't give you any useful 
information about the contents of your disk 
library. Instead, it makes much more sense to 
select onfy representative files from each 
directory. 

Furthermore you might have already used a 
program like my utility Directory Designer (see 
the last issue of Commodore Disk Ikeil it: jut 
separating lines and special titles into the 
directory, it wouldn't make much sense to 
include "ghost files" like this in the database 
created by Disk Librarian! 

In the process ofbuildingupyourdiskyou 
will often find that it might be a good idea to 
change a filename to make it even clearer what 

; command facility which you find 

Type "(a)" to call the facility and then enter 
a line like this (you can do this from the 
d i reao ry printout) : "R :f\Jew N ame O Id l\la me' ' 
[see your disk drive manual for more 
information about how to use disk 
commands). This will change the name of the 
file on thedisk and the filename in the directory 

The Disk ID 



e D'-int 



it cf II 






directory. 

Next select 
iiitiide in your disk library by i 
to the file you want to select and pressing the 
spacebar. You can also select jor un-select| all 
the files of a directory by pressing "C" and then 
un-select the files you don't want by again 
moving the cursor to the particular file and 
pressing the spacebar, this is more convenient 
if you want to select most of the files on a disk. 

The reason for actively selecting files for 
inclusion in the library is that you very rarely 
want to include all the files on a directory 
into the library. As you know, marry programs 






id is of special 



With Disk Librarian l 
relevance in that it is us 

Chronological File and retrieve it from there 
again quickly. For this purpose the id of each 
disk has to be unique. 

But Disk Librarian is only interested in the 
first three digits of each id number. The 
following two digits are ignored by the 
program. The reason for this is that the 
Chronological File is stored in the following 

re of each one of 
onsists of the first three 
e five disks fifed strung 



st three digits. In part 2 of the program the 
a facility which gives you a list of all the di 

ames and ids used so far. With the help 
lis you can determine a unigue disk id. 




/a\ 





The Chronological File 

The next step is to enter the files you have 
selected into the Chronological File. Dc this by- 
pressing option 1 of the main menu The 
program will take care of all the details. I' a 
new sequential file has to be opened it will 
automatically do this. 

The next step is to set up the Categories 
File which is the second major file of Disk 
Librarian. 

First you have to name the categories and 
subcategories you want. For this press Option 
2 from the main menu of Part I. 

Mow you have three options: 

Firstly, you can create a brand new list of 
categories and subcategories by choosing 
Option 1. This applies, of course, whenever you 
start the system off from scratch. 

Secondly, if you have already set up a list of 
categories and subcategories and have saved 
it on disk, you can load this file (Option 2). 

Thirdly, if the file is already in the computer, 
you can reprint it by choosing Option 3. 

Naming a category or subcategory is very 
simple. The computer prompts you with the 
number of the next category or subcategory 
and you type in trie name you require. 

In order to distinguish between categories 
and subcategories each category name is 
preceded ty two numbers, separated by a full 
stop. First comes the number of the main 
category and then tt\e number of the 
subcategory. 

When you press Return you will be 
prompted with the number of the next 
subcategory. If you want another main 
category instead, simply press Return again 
and the number of the next main category will 
come up. Press F7 to terminate this process at 

After this you will have several options: You 
can return to the main menu of Part 1 by 
pressing F7 again. Or you can edit the 
categories already there by pressing "E" for 
"Edit Categories". Furthermore you can save 
the Category Name File you have created ("S" 
for "Save File"). 



Assigning Categories 

Vou can assign the category or subcategory 
you want to the flies of the current directory 
selected for inclusion in the library (Option "A" 
for Assign Category"!. 

Now the first file you have selected will 
appear in the bottom part of the screen with 
next to it a flashing cursor. Type in the number 
of the category or subcategory you want this 
file to be assigned to. But remember, you 
always have to type in two numbers separated 
by a full stop. For example, "1.0" would mean 
the first main category, while "2.5" would 
mean the fifth subcategory of the second main 
category. 

The Categories File 

The Categories File is, like the 
Chronological File, really a collection of several 
files, each one consisting of the entries which 
have been collected under one category or 
subcategory. With other words, for each 
category and subcategory a separate file will 
eventually be created and each one of these 
files will be updated or changed as the library is 
updated or changed. 

Again it's a good idea to use one separate 
disk for the Categories File so that the files of 
which it consists can't be confused with other 
files The management of the files, that is, 
naming and initialising them, saving and 
loading them, etc., is done entirely by Disk 
Librarian, All you have to do is provide enough 
space on a disk, and the best way to do this is 
by using a separate disk for this purpose. 

Option 3 of the main menu of part 1 enters 
the assigned files into the appropriate 
Categories File. 

This completes the setting-up part of Disk 
Librarian. As a final step, before leaving Part I, 
always save the Master File, because, as I've 
already pointed out, this file contains several 
bits of information which are important for the 
functioning of all the parts of Disk Librarian. 
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Getting a Hardcopy 

The ultimate aim of Disk Librarian is of 
course to give you a well- formatted hard copy 
of the database which you have build up with 
the program. 

Listing the Categories File 

Option 3 of Part 2 allows you to choose a 
category or subcategory for listing and sorting. 

The categories and subcategories which 
you have named will be listed on the screen in 
the same way as in Part 1 and a cursor will 
appear. Move this cursor up and down to 
select the category or subcategory you want 
listed. 

If you select a main category all the 
subcategories belonging to this category will 
be listed too. There is only one limitation too. 
There is onfy one limitation here: If the buffer 
used by the program is full, only the files 
contained in the buffer can be listed. To get 
round this problem list a large category by 
listing its subcategories separately. 

Each subcategory is treated by the 
program as a separate unit. If you keep this in 
mind when setting up your disk library you can 
prevent an overloaded buffer in Part 2 of Disk 
Librarian by splitting a large category into 
many subcategories. This makes sense from a 
logical point of view and helps Disk Librarian 

The listing of the files contained in a 
category works in very much the same way as 
the listing of the Chronological File - a cursor 
appears which you can use to select a file and 
manipulate the listing process 

"D" deletes a file. But this is again only 
done in a buffer You can undo any mistakes 
you should make by reloading the category. 
Onfy if you save the buffer with the "S" 
command will the change be installed on disk. 

The same is true for the "A" option which 
allows you to sort the files of a category 
alpha beticalfy. To return to the main menu of 
part 2 at any time press F7. 



Listing the Chronological File 

To enter the second part of Disk Librarian 
press F3 and put the program disk into the 
drive. Part 2 will then be' loaded in. This allows 
you to inspect on screen the contents of the 
Chronological and the Categories File and do a 
certain amount of editing and sorting. 

First press option 1 to load the Master File. 
Option 2 then lets you list the Chronological 
File, either from start or from a disk of your 
choice. If you are interested in a particular disk, 
enter either the disk name or the disk id 






DISK-MATE 

Spoil yourself ratten with this unobtrusive little utility 
which takes all the hard work out of using a disk drive 

By Malcolm Gallon 



Disk-mate is a machine code utility which 
enables you to use the disk drive 
commands through pop-up menus and 
the function keys. You can use it to read the 
disk directory without affecting a Basic 
program in memory and also to gain easier 
access to the error channel. 

It's true that these things are avai lab'e wit 1 1 
the DOS support program that comes with a 
1541 drive, but this is hardly ideal and doesn't 
go far enough towards making the disk drive 
easier to handle. So I decided to write a pop- 
up disk utility that would not interfere with 
Basic or machine code programs and would 
ah'cw access to most disk commands via the 
function keys, prompted by c 



tftfiere it sits 

The placing of such a program is always 

going to be a problem, avoiding clashes with 
Basic, the popular machine code areas such as 
SC0O&-SCFFF, cartridges such as the Mikro 
assembler which uses S8000-S9FFF. or the 
areas under the Basic and Kernal Roms, The 
ties: i (imprornise is to put it just before the 
cartridge memory with the cop of Basic 
lowered to protect it. So it is stored between 
$6899 and S7EFF in the following manner: 
TEMP VARIABLE STORAGE; S6899-S68DF 
SCREEN DATA: 568EO-57099 

MAIN PROGRAM: S709A-S7EFE 

TEMP STORAGE FOR 
DIRECTORY BLOCKS: S7FOO-S7FFF 

The top of Basic is lowered to S6898. 

The routines do use some page zero 
location s bu t c hese a re stored on en try and put 
back on exit from the program. 

There are also temporary colour tables 
stored under the Basic Rom between SA800- 
SBIOO which are written to each time Disk- 
mate is called so other data stored there will be 
corrupted. The only other clashes that can 
occur are with programs tl ' 
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?s the disk drive, 

F3-READ ERROR CHANNEL: Reads the error 

( runnel, pi in ting the result to the screen in the 
usual form. Press F8 to exit 
F4-VALIDATE DISK: Validates a disk, returning 
automatically to Menu I. 
F5-CHANGE SCREEN COLOUR: Changes 
screen colour at each press of the FS key. 
F6-CHANGE BORDER COLOUR: changes 
border colour at each press of the F6 key. 
F7-GO TO NEXT MENU: puts the second 

F8-EXIT DISK-MATE: exits the program, 
restoring the page zero locations and the 
screen to the conditions on entry. 

Menu 2 
Fl-SCRATCH FILE: scratches the specified file, 
press any key to scratch another file or F8 to 
exit the input routine. Press F8 to return to 

F2-DIRECTORY @ SCRATCH: Displays the 
disk directory as before, then calls the scratch 
ri)i. line. Press any key to scratch another file or 
FS to exit the inpi ■ 

Menu 2, 

F3-RENAME FILE: Renames the specified file, 
press any key to rename another file or F8 to 
exit the input routine. Press F8 to return to 
Menu 2. 

F4-DIRECTORY @ RENAME: Operates the 
same way as Directory @ scratch but calls 

F5-FORMAT/CLEAR DISK: Either clears the 
directory of the disk or formats the complete 
disk, and depending on which option is 

followed returns automatically to Menu 2. 
Make sure you have the correct disk in the 
drive before entering this command as it is not 
possible to recover data from a reformatted 
disk. Press F8 at any time to return to Menu 2. 
F6-COPY FILES; Makes a copy of the file 
entered, returning automatically to Menu 2. 
Press F8 to exit routine at ary time. 
F7-CHANGE DRIVE NUMBER: Changes the 
disk drive device number to 08, 09, 10 or 11, 
incrementing the number by pressing the F7 



FI-DISPLAY DIRECTORY: This prints the disk 
directory to the screen in blocks ot eight * les 
Press return for the next block of files, if 
available. Press F8 at any time to exit. 



>r F8 to retui 



auld be possible to 
than one disk drive without having to 
permanently ( lv;iiye ,r;y clevi e numbers. The 
method for two drives is as follows. With one 
drive switched on [default number 08) and 
Disk-mate loaded, go to Menu 2 and press the 
F7 key. The pi ess i he I / key again to change 
the device number to 09, pressing F8 to exit 
from the routine. Then connect up the second 



drive and switch it on, which will initialize il do 
the default device number of 08, so you will 
have two drives connected, one as device 08 
the other as device 09. 

wtien the device number of a drive has 
been changed, on entry to Disk-mate via the Fl 
key you wilt be asked which drive numberyou 
are using, so that you can direct commands to 
whichever drives you have connected. The 
routine will not allow you to access a device 
number that is not present. As usual you can 



exit any of tt 

Please re 

Basic to use the new device numbers when 

loading, saving etc. 

F8-RETURN TO MAIN MENU: Returns you to 

Loading the program 

Disk-mate can be loaded outside the menu 
by entering LOAD ■'DISK-MATE", 8, 1 followed 
by SYS 78826 




Binders 

Organise and protect your disk with 
Commodore Disk User disk binders 
data disks. 



Why not keep your Commodore Disk User program 
collection alongside your magazines in a stylish Disk User 
binder? The birder comes complete with 10 disk sleeves 
organise and protect your program disks. Why not buy a d 
binder to house all of your data disks! We can even supply 
Commodore Disk User data disks. The Commodore Disk 
User logo immediately identifies your disks and there's roc 



Send ft 









Prices are as follows: 

Commodore Disk User Binder £4.95, including 

10 sleeves. Order code BDYUI 

Commodore Disk User Binder with 10 sleeves and 

10 disks, £9.95 Order code BDYU2 

10 sleeves for insertion in binder, £1.50. Order code 

BDSI0 

20 sleeves for inclusion in binder, £2.75. Order code 

BDSH 

10 Commodore Disk User data disks, £5.95. Order 

code BDDIO 
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Overseas postage add £1.00 
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IMoluxe Paint 



This multi-fCdLL-fcd t-rapnu s editor wilt prove to you that 
[here's still life in low-resolution 

By Uido Decock 




Law-resolution graphics is the Cinder- 
ella mode on the C64. The machine 
doesn't have the sort of low- 
resolution Ceefax mode that is so popular on 
the BBC, for example, so everyone goes on to 
hi-res without bothering about the graphics 
characoiiSS*BBaHtfl«aHHBHSH««l« 
Vet tow-resolution offers significant 
advantages in many areas. A low-res 
occupies little memory 
downloads extremely rapidly, which is why 
Ceefex and Prestef screens look the way they 
do. If you've ever tuned into Micronet using 
CM, y<&l see — 
be achieved, and Noluxe Paint i 
V that 

Is in the seven graphics characters: 

Wand 191. These, and 

, cover all the arrangements 

Ji a block one-quarter the size of a 

'. These blocks, if you can 

independently, give , 

falUtionofSOx 50, Yj 




of the command modes. 

The full set of commands is as follows 

P; PLOT - Plots a point at the 

I: UNE- On selection of this option, 

cursor is activated. Move this 

wish the line to end and press back- 




I/Nfi 



The disk menu 



Load Characters - Loads a character set 
disk, "me set must have been created 
Jng the Character Editor or Auto Editor 
lodules. These create files starling with *.', 
i ignore this part of the filename. 
2 Load Screen - Will ton iv i ".«, pit lure 
with load address 1024. Loading the 
associated colour screen is optional - the 
prog ram wi 1 1 a s k y ci u . f- 1 ' c s r r u s i hegrn with 'b, ' 
for screen and c.' for colour, on disk, but you 
don't need to specify these here. 
3' Save Screen - Saves current screen 
information with the appropriate prefixes. 
4: Load Sprite - Only one sprite at a time can 
be loaded. 
5: Directory 

6: Go On - Returns you to the main program. 
7. Disk Status - Displays information from the 
disk error channel. 

A number of added options, which must be 

loaded separate./, ceate fw, for use with 

Noluxe editor. These are: Character editor; 

ixe Sprite; and Noluxe list. 



Character editor 

This allows you to create a simple 
alphanumeric character set for use with the 
editor. The characters can be any size up to a 
height of 29 blocks and a width of 20. 
Additionally, they must contain fewer than 
256 blocks each 

Initiate the program allows you to load an 
existing set from disk. If you don't want to do 
this, you must specify the size of character you 
want Following this you go into edit mode, 
where the function keys operate as follows: 
F1: Mode- This flips between three modes: Set 
point (border grey), erase point |border light 
grey] and no changes(border black). The mode 
affects what happens when you use the cursor 
keys to move around the character matrix 
displayed on screen left. 
F2; Save - Puts the character you are working 
on into the character set memory at 12288. The 
current character number is shown at the 

F4:Save - Saves the set to disk with the 

filename of your choice. The program adds 'k.' 

to the filename 

FS.Run - Restarts the program. 

+: Moves forward one character. 

-: Moves back one character. 



Auto character 

This can be used to prepare a character set 
from the normal Commodore characters, or, if 
you have a Commodore character set of your 
own, you can convert it for use with Noluxe. It 
must however be loadable at 12288. 

Besides converting the set, the program 
gives you the option of making it double 
height double width or normal. 

When you save a set from Auto Character, 
the program automatically adds J k.' to the 



Noluxe sprite 

This allows you to flip through your sprite 
memory and select a sprite for use with the 
editor. You can also alter the sprite on the way 
through. The program asks for a location 
number and then displays the sprite, plus a 
listing of the numbers in all the sprite bytes. If 
you choose, you can page through these using 
the M kqr or stop to change one by entering C . 
When you have finished, the program allows 
you to save the sprite to disk. 



Noluxe list 

This is possibly the most useful option of 
the lot If you have created a Noluxe screen, 
this module will convert it to a series of Basic 
DATA statements. It isn't fast - it takes about 
three minutes per screen - but it beats typing it 
ad in. 

The program simply asks for the filename, 
loads and displays it. F2 can be used to change 
the screen background, and the listing is 
initiated ty F7 at which point the screen turns 
black and the border starts flashing, when the 
flashing stops the listing is ready. It now 
replaces the List program. 

Loading the program 

Noluxe comes as a number of separate 
modules Modules needed for the full suite ar 
NOLUXE 
NOLUXE PAINT 
NO 1 
NO 2 
NO 3 

CHARACTER EDITOR 
AUTOC 
NOLUXE SPRITE 
NOLUXE LIST 

To load the editor/paint program outside 

: main menu, enter LOAD "NOLUXE", 8 and 

RUN. This will give you the Noluxe mer 



Text Cracker 



Ever wanted to get your hands on some of those wacky 
character sets in your favourite games? Text Cracker may 
be the answer 

By Kent Sandelin 



rext Cracker is a sn 
(hat allows you to 
Commodore's memorj 
1 then to incorporate tfi 



hie first thing Text Cracker a? 
following options: 



■d Characters. This simply m 
CurnrMcdoiP's own character set to : 
Cracker area at 12288, so that the user I 
basis for setting up their own new chara. 



Pie object of all this scrolling is to capture one 
aracter in the cursor box at top left. When you 
i* the character you want, then press Return to 
we to the installed set at IZ288. Use the cursor 
p to move the second cursor around this and 
?n press Return when you have selected the place 



s some following alternatives: 



le option by pressing the 



3. Save Characters, s.- ■,■<■■, th 
the Text Cracker sus at 122; 
asked to supply a filename. 

er Cracker. This e 



rsy;...: 



singled 

half of th 

at ] 22 88. The , . pp r-r half w, 1 1 sr o ■<■•■ j n j i s 

character format. The uppei half tan 

through in different ways, by using tt 

keys The Fi i In n I n ill i ii ' 

effects are as follows: 



The appropriate sized cur: 

from top left, 26 w ide to i option s S 

'ill be option N. Once again, you sc 

the box, and press Return 



Mil autori atfc 

, upper-case or numeric t 
ivv will .)(■: you back to the n 



7. Directory: Gives you a 




LOADING THE PROGRAM 

Text Cracker type LOAD "TEXT 



Quad 



We've all seen a lot of games that involve doing things to 
piles of bricks, but this is a bat and brick game with a 
difference. Four bats in two dimensions? Read on... 



Quads is Breakout with a difference. In 
fact, it should be called Break-in. 
Instead of just one fiddly little bat at 
the base of the screen, you have four bats, one 
for each side. This time, you have those 
bricks surrounded! 

You control the bats at top and bottom 
with joystick left/right, and the left and right 
joysticks with joystick up/down. Unlike 
all other games of this sort you do not 
lose a life if the ball gets past your bat. In fact, 
the ball never leaves the screen - the point is to 
stop it bouncing off the side. The penalty for 
letting the ball past is that you lose a brick from 
the screen. 















er of bricks t< 
time, this can lead you to be trapped at the 
same level all over again. 

The counters at the top of the screen will 
give you an idea of your current situation. The 
Need figure shows you how many bricks you 
want to progress to the next frame, and the 
Got figure shows you how many you have 
towards your total. If you are in a frame, you 
ill bricks present to progress. 



-. you rr 



< 






ough penalty points to drop the 
?ed figure below that you need to complete 

e frame, otherwise you'll have to do it all 
'er again. Devilish, Eh? 

If, in the process of clearing the screen, the 
at counter drops to zero, or on completing a 
?n you fail ' 



,nbyth 






lifew 

faces. When all three are gone. 
No extra lives vvi.'l be given. 

There are eight screens in all, and besides 
this, the game offers a number of options. It 
can be played with one or two players - one 
player controlling the left/right joystick, and 
the other controlling the up/down. The bat 
size can be made large or small, or the ball 
speed made fast or slow. All these options are 
chosen after the loading screen appears, as 
follows: 




F7: Starts game. 

LOADING THE GAME 

To load the game outside the 
LOAD ■QUAD",8, and run. 




Five - Up 



You're certain to get hooked on this dire game that 
contains unexpected subtleties 
By Michael Powell 




Five up is a game played with five dice. It 
is, however, more than just a game of 
chance. Just as In Poker, the fall of the 
cards, or dice in this case, is important, hut the 
real secret comes in knowing the odds and 
making the best of a had deal when it comes 
up. 

Although it's a very simp.'e irr< hvi ip is 
;-. irpr singly compulsive, and the best way to 
achieve a high score is not always immediately 
obvious. In our version, you can play I he game 
solo, or pit yourself against up to four other 
people. In both cases, the computer 
moderates your efforts. 

How to play 

When you first load the game, the program 
will first ask you if you need instructions. If you 
don't want these or haven't got this page of 
Commodore Disk User in front of you, proceed 

In Five up, each player throws five dice 
repeatedly to achieve any one of a number of 
favoured 



winning combinations seen in Poker. 

The first throw is entirely random, a 
program presents you with this. At thii 
you may hold one or more of the dk 
rethrow the rest to try to improve the 



would score 12 if declared as option 6, or 15 if 
option 5 is specified. 

Sounds simple, but there is an extra 
complication to look out for. You can achieve a 
bonus score of 35 points on these first six 
options, provided that you get a score of 
greater than 63 points on options 1 to 6. The 
program helpfully tells you howfaryou have to 
go to get the bonus at the start of each hand. 

Options 7 and 8 are self-explanatory. They 
require three of a kind and four of a kind. They 
score the sum of all the dice rolled So: 
4-3-2-4-4 

can be called as option 7 and scores 17, while: 
3-1-3-3-3 
scores 13 as an option 8. 

You can see how choices start to emerge. 
The last two hands could have been called as 
options 4 or 3 respectively. 

Option 9, a Full House may need some 
explanation for those who don't play Poker, A 
Full House is a combination of any pair and any 












make the best 


of what you've got. 




ooking for any one of 13 




of dice which can add to your 


score. The ma 


hine assigns a code to each of 




up to you to select which one of 




k will fit your hand. If you select 


wrongly, and 


the hand does not meet the 


scoring criteri 


, then you will score zero. 


The twist 


that you use up these options. 


Once you hav 




the Full Hous 


= option is no longer available 


This means, of course, that the game always 


consists of 13 


hands'. Using the options in the 


r.grii order requires Some Skill. 


wnattc 


3 look for 


Options 1 


o 6 are very straightforward and 


r '('member. Here you are looking !■:;. 


any quantity 




specified num 


ber. The hand scores the sum of 




ith the specified number. So a 


dice roll of: 




5-6-5-5-6 





Options 10 
a sequential n. 

3-1-5-6-4 



A straight is 
imbers. So: 

:rs for option 10, a small 
straight, meaning four numbers in a row, in 
this case 3 to 6. Small straights always score 
30, while a large straight such as: 
2-1-5-3-4 

which contains ffve sequential numbers, falls 
into option 1! and always scores 40. 

Finally we come to the big one, a 'Five up'. 
This just means five of a kind, such as: 
4-4-4-4-4 

and this gets a nice big score of 50. There is an 
added complication here. If you should be so 
fortunate as to get a Five up, the program will 
give you another chance at doing the same 
thing, and a new option, option 14, will 
appear, a Double Five up, which scores a 
bonus of 100. 

There is a slight problem with the Double 
Five up option. You must, if you get it, assign it 
to another unused option, which will fit it. As 
an example: 



is a Five up, and can be assigned to either 
option i, or options 7 or 8, which are Three 
and Four of a kind. If these are not available 
you may not be able to use the option If no 
suitable options for Five up are available, yoi, 
will not even be offered the Double Five up 
option. The Full House and Large and Small 
Straights are not suitable options for a Five up, 
if you think about it 

You could also assign the hand to obtain 
13, Chance, which we have not mentioned so 
far. Chance will accept any hand and scores on 
the face value of all the dice. It gives you a once 
only option to dump a bad hand, or you could 
keep it in reserve to use for your second Five 
up. 

Some hints 

Useful tips are to try and get rid of the Full 
House and Straights early, as they are of no use 
with a Double Five up, and don't get rid of the 
Four and Three of a Kind options too soon. 
Firstly, hands of this sort may well contribute 
hugely to an eventual bonus if used for options 
I to 6, and secondfy they can be usefuloptions 
in which to place a Double Five up. g 

Option summary 

1-6 Value of specified dice, plus 35 bonus if 
63 points exceeded on sum of all six 
options. 

7 Three of a Kind. Scores sum of all dice 
rolled. 

8 Four of a Kind. Scores sum of ail dice 
rolled. 

9 Fufl House. Scores 25 

10 Small Straight. Scores 30. 
Large Straight Scores 40. 




Chance. Scores sum of all dice rolled. 
Double Five up Bonus score 100 bu 
must be assigned to another option 




C128 Ram Disk 



Ever heard of the Commodore 144? Well, it didn't exist 
until now. This routine allows you to squeeze another 16K 
out of your CI 28. 

By Kevin Stelfox 

The Commodore 128 offers both 
40 and 80-column output but unless 
you have an 80-column monitor 
you cannot use the 8Ch olirnn ou:pui ' ! v, 80- 
column display is driven by the C128's Video 
Display Controller (VDCJ which has its own 
I6K of Ram that is completely independent of 
the main computer Ram. This 1 6K is mapped in 
memory as follows: 

0000-2047 Video (Screen) RAM 

2048-4095 Attitbute (Colour) RAM 

4096-8191 Free area 

8192-16383 Character Set 

When using the 128 in 40 column mode 
this 16K of VDC Ram is not used by the 
operating system but it can still be addressed 
by the programmer. This program allows you 
to use this unused Ram as a sort of Ram disk 
and in effect turns your Commodore 128 into a 
Commodore 144 because you now have an 
extra I6K of memory to work with when in 40 
column mode. The extra Ram could be used to 
store a high-res screen, a Basic program or any 
block of memory. 

The program supplied is a machine code 
routine which sits in the RS232 buffer. Two 
routines are incorporated to allow memory to 
be transferred from any of the 16 Ram banks to 
the VDC Ram and vice versa. The number of 
the bank where memory is to be transferred 
to, or from, must be Poked into location 255 
before calling the routines. E.g. if you wanted 



I, TRANSFER MEMORY FROM ANY BANK 
TO VDC RAM (STORE] 

This routine will transfer up to 64 blocks of 
memory (I6K| from the bank whose number is 



2. TRANSFER VDC RAM TO MEMORY IN ANY 
BANK (RECAtij 

This routine is the exact opposite to the last 

routine and will transfer up to 64 blocks of 

memory from the VDC Ram to the bank whose 

number is stored in location 255. It is called 

with: 

SYS 3075,a,b,c 

Where a, b and c have the same parameters as 

STORE. 

If you wanted to transfer the High- Resolution 

screen that you have just stored in the VDC 

Ram to 16384-24576 in Ram bank 1 then: 

a is 16384/256 or 64 

b is 0000/256 or 

c is |245 76-16385) 1256 or 32 

the command entered to transfer the memory 



n 255. It 
SYS 3072,a,b,c 
a: Transfer start address In memory 

BANK/256. 

Can be in the range of 0-255. 
b. Transfer start address in VDC RAM/256. 

Can be in the range 0-63. 
c: Number of BLOCKS [256 bytes) to transfer. 

Can be in the range 0-63. 
If you wanted to transfer the High-Resolution 
screen which is normally stored in bank 
(8192-16384] to the VDC Ram (0000-8192) 
then: 

a is 8192/256 or 32 
b is 0000/256 or 
c is (16384-8I92)/2S6 or 32 
The command entered to transfer the memory 
would be: 
POKE 255,0:SYS 3072,32,0,32 




Continued from page 8 



Dear CDU. 

I was immediately impressed with the 

scope and quality of the magazine and 

disk. 

I have only one criticism, and that is the 
physical protection afforded the disk. The 
stiff card undoubtedly reduces the risk of 
bending the disk, but gives no protection 
from crushing effects and it seems that my 
copy had suffered from these. 

When Inserted into the drive, any disk 
access resulted in error messages. 
Investigation revealed that the protective 
casing of the disk had been distorted atthe 
edge, particularly in the vicinity of the 
head access slot, with the result that the 
liner was gripping the slot and preventing 

TtSOf 



Being impatient to get at 



the c 



carry c 



'surgery'. Insertion of a sharp modelling 
knife swiftly unsealed the casing and 
careful use of plastic tweezers effected the 
opening of the case. Having opened the 
casing, it was a simple matter to bend it 
open along the edge near the access slot 
and relieve the pressure on the disk. 

After reseallng the disk, 1 am happy to 
report that I managed to make the 
recommended back-up copy and have had 
considerable pleasure trying out the 
utilities and demos. 

I hasten to add that if my efforts had 
failed, I had decided that I was prepared to 
pay another £2.50 for a second copy 
anyway I Congratulations on a long- 
overdue publication, well presented. 
Mr L J Ervin 
Gillingham 




The 128 H 

:8. Let's say you are in 

program in BASIC when you ret 

information on a specific command, just touch the help 
instantly a menu appears with all BASIC 
Command in question and a screen 
. jn appears, at the press of a key you 
:o you r BASI C program. The most exciti ng featu re 
of tti 128 Helper is the program is user definable. The 
program will guide you to create your own cu 
'il'.-s T-iis program will only cost you £24. 9£ 

New from S.O.G.W.A.P. Software Inc., The Big 
Reader allows you to transfer files generated on 
' M-Compatible (MS-DOS) software to all 
--"ion modes of the Commodore 128 and vice i 

files can be trasferred to or from MS-DOS, 128 ar 

CP/M disk formats, with optional ASCII translation. Y< 
may no longer be discouraged because your C128 is n 
MS-DOS disk compatible, or that your C128 CP/M disl 
are nol industry standard. The program, which runs 
C1 28 mode, is available for£29.95. Detailed information 

e Blue Reader for 64 Users ** 

The NEW Commodore 1581 Megabyte disk drive is now 
"1W 3 1/2" disk drive is compatible with 

I software and will operate on the 

Commodore 128, 64C, Plus/4, C16and VIC-20. The 1581 
offers the professional user,808k formatted disk capacity, 
), 8,000 Bytes per second transfer rs" 
ies. Commercial software availat 

■i speed, Oxford Pascal. GEOS 128, 

" ellmaster, CADPAK and CHARTPAK. 

ailable by mail order for only £199.95. 

GEOS 128 £49.95 

BASIC 8 £34.95 

Mouse Mat £5.99 

CADPAK/CHARTPAK £34.9! 

SUPERBASE/SUPERSCRIPT £39.95 



Send Cheque/Postal Order or write for more infoi 

Financial Systems Software Ltd., 

Floor, Anbrian House, St. Marys Street, Wor 
WR1 1HA. Telephone: (0905) 611463 



! add £2,50. Please al 







"O 



Disk Dungeons 



Grontol the Mad offers his help to adventurers in need of 
guidance. .. or an argument. 



Guild of Thieves hints 

) To get past the iron bars, sirnpfy break tr 
2 To get into the jewellers, break the winr. 
J Release the rope ladder before you gc 

4 Catch flies in the jam jar in order to get ri< 

5 Crossing the multi-coloured room involves 
according to the colours of the rainbow. Pai 
skeleton could be useful for opening as a I 

6 You can teach the mynah bird to talk whei 
macaw has a penchant tor coconut 



shind advei 



is that you 



O in RPGs is figh; bdtl'e 
after battle until you are experienced enough for 
one last final conflict. I much prefer using my brains 

if I play it for long enough. Keep RPGs out of the 
adventure pages." 

Well, Chris, my personal view is that with any 
adventure or RPG, what counts most is the 
atmosphere created by the game. Although they a re 
ot perfect by any stretch of the imagination, RPGs 



news though is that if you go to any computer 
show, you can :.sii,ii.y tmk ..,:■ '.r.:me of the early 
titles for as little as £1.50. Infocom games are 
marketed by Activision. These have got to be one of 
the bargains of the year. Other titles to look out for 
would be The Pawn and TTie Guild of Ttiieves from 
Magnetic Scrolls, marketed by Rainbird. 

As far as role-playing games go, I would suggest 
fiat you st.vt With L. :im c i IV from : Jrigin. marketed 
by viirroprose. wh.ch is a huge game featuring 



characters. The Bard's Tale from Electronic Arts and 
Alternate Reality - The City and The Dungeon 
modules from Datasoft/US Gold are all excellent 
games. jfl 



offer it 









ir infancy. They will improve. Clearly di 
quests do exist and they will surely get m 
sophisticated and encompass the problem-sofi 
that Chris wants. The problem with a lot 
adventures is that they have poorly wrii 
storylines. RPGs are, of necessity, more structc 
and this is reflected in the storyline. If you wai 
series of problems, may I respectfully suggest i 
you take up crossword puzzles) Just to show i 
there are no hard feelings though, Chris gets 



Newcomers start here 

Keith 5later of Stockport is a ne 
adventures and asks if I can recomr 
games, including an RFG. Ok, Keith, 
most games by Infocom can bi 

' ', Subjects rsnge from 



Titles to look out for rnclude the Zork trilogy. 
Deadline. Suspended, Hitchhiker's Guide to the 
Galaxy and Leather Goddesses of Photos. The only 
problem with these games is that they are 
somewhat expensive at £25 a throw. The good 



Yes Prime Minister 

ippose. 



IwoT 
popular 



in Mole. 



is already produced 

For anyone who has never watched the TVseries, 

Whitehall Civil Servant. Sir Humphrey Appleby, who 
is trying to outwit the new Prime Minister Jdrnes 
Hacker. Trying to keep peace between the two is 
the FM's Private Secretary, Bernard Woolley. 
You play the part o 



ild Wilson or 



TTie game pr 









When in meetings, you are given t 
several responses that you can maki 
questions As you choose your answ 
ability is judged .itiordmqly. :-A->',: n'r 1 ' 

serres. The game itself though i< 
in gameplays. You can go through most of the 
options fairly quickly and there is no real incentive to 
go back to the name : wuuicl suggest that buying 
one of the books of the series would prove to be 

Gordon Hamlett 



Graphics: Some nice digitised images 

1: telephones ringing, printers printing 
itlveness: No great urge to return 

Flaya bitty Very simple therefore the Civil Service 




Nord and Bert 



I of Infocom game 
long story, but eight 
changed too. No 



rhe problems have 
you have to kill 
rescue princesses. 
-f different types of 

?d topsy-turvy by a 
rd it is up to you to 






puzzle is highfy 01 

separated by a a 
desperately want 



Gordon Hamlett 






AT A GLANCE 



language problems 
Rlayabillty: You will r 
hint facility 




Book of the dead 






e Egyptian pantheon i 



Or ' 






Dead. This details how a mortal soul may travel 
after death to the Other World. 

Your first problem is to remove a curse that 
was put on you by Horus, the God who 
banished you from Paradise in the first place. 
This is a time-related problem and you will no 
doubt need to play the game several times 
before you get past it. 

The story itself is very well constructed 
although some of the problems later in the 
game are a bit obscure. Certainly, the end 
stages of the game are not for the squeamish as 
you have to perform an auto-mummification. 

The game was written using the Graphic 
Adventure Creator so the parser and graphics 
are not particularly wonderful compared to 
other games currently available. When I first 
saw this game on the Spectrum, it was at a 
budget price and excellent value for money. 
CRL then decided to market the game at full 
price and good though the game is, it is not 
worth that sort of money, especially when 
compared with this month's level 9 offering. 
Gordon Hamlett 




your father, the God Set, throws a wobbly and 
murders Osiris, the big chief. His plans to take 
the place of Osiris go sadly awry as he is 
banished and this reflects on you, Kteth, too as 
you too go for the ancient equivalent of the 
early bath 

You must attempt to regain 
amongst the gods. This is not an impossible 
task as you can hope to receive some 
clandestine help from a few of the deities who 
thought that you were harshly treated. 

The key to your quest is the Book of the 



AT A GLANCE 

Title: Book of the Dead 

Supplier: CRL 

Price: £14.95 

Sound: N/A 

Graphics: Nothing stunning 

Payability: parser adequate, game m 

for beginners 
Addlcttvenew; tough problems 



Level 9 rs back! Several titles have appeared 
in conjunction with Rainbird but 
their latest game. Gnome Ranger, is the first to 

You play Ingrid Bottomlow, a young 
gnome who can only be described as 
obnoxious. This is not deliberate on her part, 
she certainly means well but things have a 
habit of falling to pieces fairly soon after she 
has repaired them. Certainly, her family are 
sick of the sight of her. 

She was sent off to college for a course in 
gnome economics but proved to be so adept a 
student, that she finished her studies some 
twelve years early. Her family are rx 



Ed by this turr 
several plans to get ric 

teleportatron spell is us 

The game is writter 
system. The parser is exi 
most of the inputs you 
to use. Char. ' 

Creatures cai 



for you. Other interesti 

running to somewhere ; 
Ram Save and Oops < 



of her. Eventually, a 

>d to good effect and 
m an unsuspecting 

using Level 9s KAOS 

ire ever likely to want 



ig commands include 
nd finding something. 
re fully supported SO 



past but no more. Digitised pictures are used 
and if they aren't quite up to the standard of 
Magnetic Scrolls, there are some more of them 
and they add considerably to the atmosphere. 

The text is verbose with some wonderful 
descriptions, all written in a lightheaded style. 
The storyline flows well and it is easy to build 
up a detailed picture of Ingrid, helped 
considerably by an excellent 48-page diary. 
included in the packaging. 

Gnome Ranger is both original and a 
delight to play. That is a recommendation in 
itself but Level 9 have also decided tc make a 
stand on software pricing. Deciding that £25 
for some games is ridiculous, they have fixed 
the price at £10, even for disks. This must make 
Gnome Ranger one of the adventure bargains 
of the year. Gordon Harriett 



Title: Gnome Ranger Graphics: add to the atmosphere 

Supplier: Level 9, (0344) 487597 Payability: Excellent parser 

Price: E9 95 AddJctiveness: Definitely one to go back 
Sound: N/A 




Plundered hearts 

This game might almost be subtitled 
Info com meets Mills and Boon. In the 
LISA ;.- : large proportion of adventurers are of 

especially for them although rumour has it that 
3 lot o* failed Rambos are also enjoying it. 

The time is the late seventeenth century. 
You are a Young English Rose who has jusl 
reveived a letter from Jean Lafond in the West 
Indies saying that your father is desperately ill 
and, could you possibly sail out there to see if 
you can help him 

Passage has been arranged for you to 
St. Sinistra on a ship owned by Lafond, 
Governor of that island. En route, you are 
attacked by a pirate ship led by the dashing 
Captain Jamieson. He also gives you a letter, 
this time from ycur Lithe; saying tc trust V~\t : 
Captain. Obviously, something is afoot. 

After that, your life alternates between 
saving ships from blowing up, attending balls 
and swooning in the appropriate places Can 
you save the day and endup walking hand-in- 



witty responses to silly inputs. The problems 

are not allowed to thump pirates with bottles 
as my wife [admittedly not the most genteel of 
people) tried although you must overcome 
acts of deliberate sabotage. Another problem 
is that when you want a bit of rag, you find 
that the material of your blouse is too tough 
for you to cut with your dagger. A few moves 
later though, the same blouse snags on 
something and tears easily. 

The above description will give you some 
idea of whether or not the game will appeal to 
you. Personally, it did not although my wife 
quite enjoyed it which I suppose is what was 



Gordon H 



mien 



The game is written in the usual 
style, which means long descrip 
appropriate flowery prose complc 



Infocom 



ATA GLANCE 

Title: Plundered Hearts 

Supplier: Infocom/Activision 

Price: E24.95 

Graphics: N/A 

Sound: N/A 

Playabflity: Typical Infocom, fairly easy 

problems 

AddlcUveness: Obviously I'm not a rorrti 



Scroll Your Own 



Let the good times srroll with ,-i few professional 
background effects. 



by Norman Doyle 

Stationary screens have their place in the 
annals of games history but the majority 
of games now use scrolling screens and 
this technique separates the mature 
programmer from the beginner. 

There are several ways in which scrolling 
screens can be achieved and it doesn't mean 
that everything has to be in machine code. As 
will become evident, machine code certainly 
helps but often a standard routine can be used 
in all of your games. 

To show the principles c;l screen scrolling 
let's concentrate on lateral (left and right) 
scrolling. Load BASIC SCROLL and run it. When 
you've seen enough press a key and list it out. 

This is an example of wrap-around screen 
scrolling. Information is scrolled from the left of 
the screen back onto the right hand side while 
the rest of the screen moved one character to 
the left. 

As you can see, when the scroll bcyii is the 
right-hand column is empty and the left-hand 
side is merely copied across. Then, starting 

column is copied into the preceding 

the system repeats Diagram 1 she 

principle. 



and repeats with no chance for a Basic routine 
to break in. Load 2MACINT and MACINT in 
the same way as before with the MACSCROLL 
programs and you'll see that the scroll 
continues no matter what you do. The sprite 
moves around the screen under Basic control 
and you can even press Stop but the scroll 
keeps going. To abandon the scroll press and 
hold Stop and then press Restore. 

Using 2MACINT. you could rewrite 
MACINT to ( real e , i simple ;,. ime. Have a look 
at 3MACINT for an example Use F1 and F7 
for up and down rr 



Smooth Operator 

Despite the speed of the scroll, it's still very 
jerky. The CM is one of the few computers 
which has a hardware scroll. This is a way of 
simulating smooth scrolling and it can be 
demonstrated guite easily. 

Using the three low bits of 53270, the 
whole screen can be shifted left and right by a 
single pixel at a time. Type in the following 
short program: 

10 FOR A-0 to 7;POKE 53270,200+A NEXT: 
GOTO 10 

The screen shifts one character column to 
the left and then s. h :i lis back and repeats. If the 
characters ai 




This looks very untidy and slow. The speed 
u'i'i only be improved by turning to a machine 

closing in the borders on both sides of the 

screen. This is done oy altering one of the bits 

in byte 53270 [5D0I6J: 

POKE 53270,PEEK[53270J AND 247 

Add this as line 1 of the program and see the 

effect. 

2MACSROLL on the disk achieves the 

program with ,8,1 and then type NEW and 
press RETURN. Now load MACSCROLL and 
RUN. After the screen has been set up from 
Basic the scroll is called with a SYS call to 
49152 (SC0O0). 

All very pretty but not a basis for a game. 
Once the SYS call is made, the routine repeats 



Getting on Down 

Vertical scrolls usually trave 
downwards. The principle is tf 
lateral scrolling but different mei 
are used. Load VERTBAS ar 
program. The top and bott 
covered by the border using loo 
the '.rsc line. Similar to before, tl 



The machine o 
VERTINT. Left and 
by the V and '.' keys. VERTSMOOTH is 
smooth scrolling version. In all cases 
interrupt is set in motion with SYS 49152 
stopped by SYS 51200. 



The smooth-scroll locations for vertical 
scrolling are also in 5326b and occupy the 
first three bits. Substitute 53265 for 53270 in 
the one-line program that we used to 
demonstrate smooth horizontal scroil.'ig ilym, 
need to be convinced. Also change the 200 
POKE value to 24: 

10 FOR A TO 7POKE 53265,24 AWEXT: 
GOTO 10 

I'd be pleased to see the results if anyone 
creates something they they're really proud of. 
Send your disk to SCROLL OF HONOUR. 
Commodore Disk User, ASP Ltd, I Golden 
Square, London W1R 3AB. Please include a 
return address and if we agree that it's good 
we may even use it on a future disk and send 
you a priz e foryo u r effo rts. When sending you r 
disk, please ensure that it is packed carefully, 
at least use the card which protected your 
Commodore Disk User disk, and mark your 
envelope 'MAGNETIC MEDIUM - DO NOT 
BEND OR EXPOSE TO MAGNETIC FIELDS'. 



Wider Horizons 

Most games use longer background scrolls 
and there is a multitude of different ways in 
Which ihcse can be stored in memory. The 
simplest is to hold the complete roll in memory 
just as though it was an extra wide scree" For 
these demonstrations, the roll is 256 bytes 

apparent to some readers. 

long string ol menu;;-/ locations. 1 created 



The 6k of memory used for this kind of 
storage is phenomenal, in Basic you've got 
problems but rn machine code there are many 
i )os s i 1 ' i t , us I ' 1 1 1 is vvvs i .;.•; i ■ i ty u I of a game you 
couldn't have ten levels stored. This" is where 
your own inger uiily tomes i' U; play. You could 
split the length into blocks which could be 
fitted together in different ways Using a 
relatively small character set these could" be 
arranged and rearranged according to a table 
stored in memory. 

For example, let's imagine mat the 256- 
byte width is divided into eight sections which 
are 32 bytes wide. Yve',1 assume that any two 
> . . i m iijg 'y together. Ther e ai e over 
40,000 different combinations, more than 
enough to keep anyone busy. 

To set this up you'd need a table outlining 
the levels. A series of strings of eight numbers 
for each level could be stored in memory: 



Level 1 


01 


02 


03 


04 05 06 


07 


08 


Level 2 




03 


02 


05 03 07 


os 


OR 


Level 3 


01 


04 


07 


06 03 05 


0? 


OR 


Level 4 


01 


O'j 


04 


03 02 06 


07 


OR 


Level S 


01 


06 


05 


07 02 04 


0? 


OS 



i byte by byte. Further compressioi 
be used in this case by using each tiyi 
,'C: level.',. Vv ii:si 'eve' would then loo 



the total memory saving. 



decimal equiva 


ent is 32768 to 33023. 




standard background such as astarfieid whii h 


In Basic the 


chunky scroll is achievec 


by 


would be poked lo V.c feeaei line at the right 




fi with the first few byte 


of 


of the screen by a standard i 








routine. This could be over lay ed with various, 




Limn of characters to the 


left 


occasional snapes. In memory, these would 




he next byte from each rot 


vof 


need a referencing system such as counter 








value when tfic shape appears, shape-pattern 


This continues 


until the end of the ro 




jump offset value, height on the screen of the 




en the program ends. 




top iefi byte, number of rows and number of 




the memory is a long piec 


- of 






been cut into strips 256 b 




The handling routines ft;' tn.s me I hod 


long. These are 


then layer; out one under 








creen is like a window wt 




overall saving in memory and flexibility would 


runs across the 


band of strips. 




■ . i , 



example. A saving in memory would result if 
the width of the overlay blocks were padded 
out to the same number of columns. 

Professional Touches 

In this article we've only looked at scrofling 
the whole screen at the Mime rate, in the same 
direction. Using interrupt handling routines it 
would be possible to create perspective 
scrolling effects. Depending on the depth 
required, the number of splits could be 
decided upon. Usually, this amounts to three 

The arrangement of a triple perspective is 
that the top of the screen represents tfie 

distant point and does not scroll at all. The 
central portion of the screen scrolls more 
slowy, typically every third interrupt. The 
nearest pmprt live point is the bottom of the 
screen and this moves on every interrupt. 

For mary games scrolling is only permitted 
in one direction which means two separate 
scroling routines on a trisplit screen. If bi- 
directional scrolling is allowed this means four 
scrolling routines must be used. 

Tne advantage of a trisplit is that a large 
portion of the screen doesn't move and the 
middle section can be wrap around scrolled. 
This means that a table only has to beset up for 
the foreground split which might only be 10 
characters high. Each level will only require 
2.5k of memory, less than half the amount fora 
full screen scroll. 



Whether using Basic or machine code, 
scrolling broadens the scope of the range of 
games that can be played and adds that 
professional look which wiil impress your 
friends. Have fun playing with the routines and 
don't forget to send in your contributions for 
future issues of Commodore Disk User. H 



LOAD"BASIC5CROLL'',S 
LOAD"2MACSCROLL",8,f tf 
LQAD"MACSCROLL",8 



LOAD "3MAC INI". R.I 



d 2VERTSMOOTH c, 




Are you receiving it? 



Easy to understand 

♦ 

Full programme details 

♦ 

In-depth reviews 

♦ 

Interesting features 

♦ 

Questions answered 

♦ 

and more*.. 

programme reviews, e-swer ■ '•• ■ fien-asked readers' 
programme listing for the next month's viewing, 

JSmK-S YOU CAN'T AFFORD TO MISS IT! 

video w^ ch 

month with m ss«"-" w and 

NOW AT YOUR LOCAL NEWSAGENT 

Specialist Publications Ltd., No 1 Golden Square, London W1R 3 AS 



Puzzles 



Strain your brain with our latest mind-bogglers 
Set by Tarqufn Binary 

^^^ nee again, the time has 



I To. 



yours 



^^ against Tarquin's problematic; 
posers Once we coaxed him out of the sulk 
resulting from us including a spot the 
Difference competition in the last issue, he 
was only too happy to set a few insoluble 
mind-benders, just to take his anger out on 
someone. Just as in our last issue, the first 
correct solution for each puzzle drawn out of 
the hat will net the lucky winner a free 
C ommo dot e Dis k User disk b i nder. The c los i ng 
date for all entries is 2Sth February 1988. 



All in one 

To solve thrs one. you have to reproduce 
the figures below, without lilting your pen 
from the paper. Naturalfy. your solution 
should tell us how the tent wjs accomplished. 




nS2£3A5cBV 



Tournament 



responsible for organising ; 

ile tennis tournament. There an 

1827 competitors. How many matches wil 

played? 1 




Definitive Programming 

Any program is improved by using your own character set. 
Unveil the mysteries with our disk's examples. 

By Norman Doyle 



The key to professional programming is 
the user-defined graphics characters or 
UDGs. To the beginner, the prospect 
may seem daunting but, by following a few 
simple rules, the characters can be made 
accessible. Then your only problem is the 
design of the characters themselves. 

What we mean by characters are the 
shapes which, in normal mode, resemble the 
letters of the alphabet, numbers, punctuation 
marks, mathematical symbols and graphic 
shapes which you can print on the screen via 
the Keyboard. These can also be produced by 
poking the characters to the screen. Placing 
the letter A at the top right-hand-corner of the 
screen is achieved by: 
POKE 1024,1 

The number 1024 is the memory location 
which the VIC chip perceives as the top left 
comer of the screen and 1 is the screen mode 
for the letter A. 

An animation effect can be achieved by 
successive poking of characters to the screen; 
FOR P 1024 TO t063:POKE P,1:NEXT 
Better animation is given if the last printed 
letter is removed the next time a letter A is 
printed: 

FOR P 1024 TO I063:POKE P.JPOKE P} 
,32:NEXT 

The effect of movement is created by poking a 
space [32] into the previous sguare almost at 
the same time as the A is poked into its new 
position on the screen. 

If A can be changed to look like a little 
alien, a whole new world opens up but a few 
preparatory alterations have to be made. 

Changing Character 



into Ram [alterable memory] for the characters 
we can then redefine any letter to a shape of 
our own choosing. First we need to know 
how the VIC chip finds its character. 

The arrangement of memory can be 
confusing to the novice because the manuals 
will ail tell you that the VIC can only access 16k 
of Ram at a time This means that the screen 
and the character definitions must all lie within 
the same block of memory. This splits the 
memory into four possible areas: 
0-16383 [S00O-S3FFF] 
16384-32767 |S4000-S7FFF] 
32768-49151 [S8000-SBFFF) 
49152-65535 (SCOOO-SFFFFJ 
In normal operation the screen starts at 1024 
IS040Q] which means that the characters must 
lie somewhere in the first block. Character 
Rom, however, starts at 53248 and ends at 
57434 ISD000-SDFFF). As you can see this is 
well removed from the 16k block that the VIC 
can 'see'. Despite this, the operating system is 
not exempt from the 16k rule but it gets round 
the problem by projecting a ghost image of the 
characters set to 4096 [S1000J, which 
definitely lies in the correct range 

Even though this is tn Ram memory the 
image still resembles Rom and cannot be 
changed. The first task is to select an area for 






character set into this area ; 
with the possibilities. 

The character set can be Ic 
the blocKs shown in Table 1. 
2047 are used ty the operating system and 
screen, so they're out. Locations 4096 to 8191 
are used for the ghost character set and 
cannot be used from Basic. Anywhere else in 
the range will do as long as there are 4096 
bytes free. For now we'll use 12288 upwards. 
The program CHARMOVE on the disk should 




Table I - Memory shift values 
Substituting as X in the Equation: 
POKE53272,(PEEK(53Z72JAND 240J+X 
Values fbrCharacter Memory Location 
X Decimal Hex 

0-2047 SO0OO-S07FF... O/S Ram 

2 2048-4095 S0800-S0FFF 

4 4096-6143 S1000-SI7FF Character 

6 6144-8191 S1800-SIFFF Rom image 

8 8192-10239 S20G0-$27-fF 
10 10240-12287 S2800-S2FFF 
12 I228S-14335 S3000-S37FF 
14 14336-16383 S3800-S3FFF 



To make a copy of the character Rom that 
can be used by short Basic programs we'll have 
to move the top of Basic memory down to 
protect our new character set. This is done 

10 POKE 52,48:POKE56,48:CLR 
Next we have to switch off the interrupts so 
that the computer doesn't lock up during the 
next stage (the 56334 POKE] Before we can 
start the transfer, the character Rom must be 
revealed, with a POKE to the 6510 controller 
[located at byte 1 on the memory map). 

Now the transfer begins by poking the 
characters at memory location 53248 
upwards to the new area at 12288. This takes a 
little time in Basic so be patient. 

When the words "transfer ended' appear, 
the program has switched the character Rom 
back out, restarted the interrupts and 
switched to the new character set. If you don't 
believe this, after all, the screen hasn't 
changed, try the following POKE and watch 
trie A of transfer' on the screen; 
POKE 12288-TCU26:POKET2288' 11,255 
On pressing Return, the A changes into a little 
hut. Try poking values up to 255 into locations 
12296 to 12303 and you'll see that the A 
becomes unreoognisable. 

Character design 

What are the rules for defining the 

characters? How does a number determine 
the style of a line? The answer is that the byte 
relates directly to the screen character. 

As you've seen, each character consists of 
eight bytes which correspond with the eight 
rows constituting the character area. Within 
each line there are eight pixels, or spots of 
light, and the binary nature of memory storage 
provides an ideal method of turning the pixels 
on and off. 

Knowing about binary helps, but isn't 
essential to, character design. Each character 
line is calculated using the following values: 



MIN I M I 



Calculating each line in isolation is not the 
best way to design a character, and so the 
answer is to draw up an eight square grid; 

Try poking the values from the grid into 
memory locations 12296 to 12303 and you'll 
see how A can become a Space Invader. 
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Colourful characters 

There are two things that I find annoying 
about UDGs, One is the lack of colour, the 
other is the small size. The second problem can 
be overcome by combining several UDG 
character squares together to Form on 
creature. This is often necessary when you 

What you gain on colour, you lose on the 
Jif. Most games refy on mufti- 
up the screen display but the 
information that has to be 
results in a loss of resolution 
(fine detail). Instead of having eight individual 
pixels in each row of the character, you only 
have four double- width pixels. 

Forget about colour for a moment and jus: 
pair of pixels from a single 

n which gives four possible 



Background 


m 


Multicolour 1 


EB 


Multicolour 2 


W2 


Multicolour 3 


■ 



[f both pixels are off you get the 
background colour or a hole in the UDG. The 
other three states can then represent different 
colours. The information about which i oloure 
are used is steer; in locations '",1731 -n =n?R1 
(SD0ZI-SDO23) Location 53281 is. as usual, 
the background colour but, if only one of the 
pixel pair is switched on, the colour is chosen 
from the remaining two locations according to 
whether the right or left pixel is selected. The 
third colour is created by poking a number to 
the relevant location in colour Ram which 
corresponds with the character's position on 
the screen. This number is calculated by 
a fin <~q eight to the normal colour value (i.e. 
Black-fJ • 1 -8], and is used when both elements 
of the pixel pair are selected. Colour Ram lies in 
the 1000 locations from S5296 (SD8O0-SCBE7). 
Though there are only four double- width 
pixels in each byte, there are still eight bytes 
per character and the values can be calculated 
from Table 2: 



Memory Management 
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Multicolour 1 
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Multicolour 2 
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32 
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Multicolour 3 


J 92 


48 


12 
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Until now, the programs have used 
memory location 1 7788 for the new character 
set hut this limits the amount of spaceforBasic 
to just under 10k. Farlier we saw the reason for 
nor iisinq any location helow 2048 (S0800|. 
hut there's no reason why we can't raise the 
start of Basic from 2048 and store rhaiai teis 
here instead. This would also make the 
cha ratters created with Tony Crowther's 3 
Into 1 Plus editor program | Commodore Disk 
User, Vol 1 Wo 1J directly compatible with 
ordinary Basic programs. 

It's best to raise Basic before you start to 
enter your program. This is done by typing in; 
POKE44.24POKE46. 24;CI_P 
Basic rinw starts at 6144 (S1B00J which means 
that there is mom loi 517 charat ter definitions 
which replace the normal upper case and 
graphic set and their reversed-out versions. 

To make the program run properly a boot 
urogram ; \ hesl m< li ;rlen a I the "nrmal Basir 
starr (2048) which resets Basic to where yoi ,r 
l ■■ i|t in; lies hut means that you lose three 
define.'! (haiaders 



Procedure 

Programming procedure now b< 

but avoid using characters 00, 01 ai 

2 From the Editor SAVFto dis 

3 Switch the computer off and then on again. 

4 Load BOOTSTRAP from this month's disk 

5 Load back your 3 Into I created characters 
using ,8,1 after the load command. 

6 For safety's sake, list the new program. All 
you'll get is; 

10 POKE44.24;CLR RUN 

Next, we vou r program onto a disk under a 

new name, such as DFV1 

7 Type in POKE44,24:POKE46,24-CLR 

8 Press Return and start to write your program. 

9 When you're finished, type POKE44.8 and 
press Return. Save the program to disk using 
the normal ,8 command, without a secondary 
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colour s written below th 
keyboard. The reason fi 
way the information is si 



When your program • 






53272,(PEEK[53272)AMD240) 

An example program, NEWCHARS is given 
on the disk. Feel free to load it, type in the 
POKB for locations 44 and 46, and then 
examine its structure - I've kqi: it short so that 
dissection won't be too difficult. 

For multicolour characters, the process is 
exactly the same but remember to set up the 
colours and use POKE 53270.PEI 
0RI6 to turn on the mode and POKE 
53270,PEEK(53270|AND239 to switch 
multicolour mode off. 

If at any point during testirtgyour programs 



Restore. Th 
character ss 
(51800). 



th redefined characters on the 
jn the Run/Stop key and press 






st 6144 



. ...'II look at moving the screen 
and character set elsewhere in memory. 

Switch off your computer and remove any 
cartridges before loading the accompanying 
programs. 

If the AMD and OR commands put the fear 
of death into you, don't worry, use them as 
they are written. We'll bring you 
enlightenment in ,■■ 'i,n,i;.- issue of Commodore 
Disk User jfl 



to complain about 

an advertisement. 

Once you know how 






J that a f 
ind in the ci 



rs in the press, oi 
a is by responding ti 



posters 
consumers' compl; 

Any complaint sent to us is considered 
carefully and, if there's a case to answer, a full 
investigation is made. 

If you think you've got good reason to 
complain about, an advertisement, send off 
for a copy of our free leaflet. 

It will tell you all you need to know to 
help us process your complaint as g 

quickly as possible. / 

TheAdvi ..ithnrity. W 

If an advert Lsfm ere to put it right. 

ASA Ltd.Dept 1 Brook House, 

Torrington Hatv. London WC1E 7HN 
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MAIL ORDER 
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Linking into Micronet 



Steve Gold draws aside the veil that surrounds Britain's 
most popular online service. . . 
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force predict en mi, ;.r:n 
584, With every hemsrho'd .',:■: ev 
Prestel for its information resoNrces by 1989. L 
1983, however, Prestel never look off, on atajuf 
its creators' failure to comprehend me natun 
what they were dealing with. So what w 
wrong? 

Most people yiv Prestel as little more tha 
souped- up version of teletext -what we know 
Ceefex on BBC1 and Oracle on ITV, The key fai 
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telephone 
50 pence an hour 



during off-peak times) is all that is required tor , 
to Prestel and Micronet. In addition to this - di 
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in Saturdays) ■ a 6 pence per mi 
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The Commodore mirrobasr '% t c :■. r : rl- i,i! e -r : U; 


of a local telephone call. 


Andy Waller, a dedicated freelance Commodore 


Another feature of Mirronet is the cl 




which oper>>;ei wiih users sending man 




entry to the central computer fur ilmostimrr 


most of his pages on ,) Canrrc.rkrc -V 




:hf k'ui/yview software from Y2 Computing. 


many suhscribeis find ihey can chat; with eac 


Tne Amiga's qraphir \ ,<r:.-; :l",|.n iv . ■ 




..">u:uiirling. and enable Andy to <:re t iir- whm 


going on long into the night 


v 5 offline and to update tin 'n at high speed 




onto the Presrel network. 


The future of Micronet 


Telesoftware 


Micronet is clearly '(ill m .t ,t,l,,i,, v B.uely 




fifth year, the service has rhacqrd dramam jl 




it- Match 1985 uxeprivn The nevr l„..e years 


le'pvjfiwdre has grown to form a majci' p,',i ,:> 






- Edinburgh: 031-618 1111 

-Glasgow: 041-618 1111 

>l & t\'r.:ri.hWest 051-618 111! 

& NorthWest: 061-61S 111 I 

[When in doubt use the London 01-618 II 









Micronet Programs 



"SCROLLBASICS ai 




well produced 

By the time the little blighters have finished 
bombarding you, Trafalgar Square and its pigeons 
will seem pretty tame 

This program is yet one more example of just how 
little memory need beusedtoturnouta good game. 

The game is controlled by a joystick in port I arid 
you can pause the action for a breather by pressing 
F5. 



Smooth Scrolling 

Avery flexible program this, from Eddy Carroll. 
Various parameters can be changed, 
for which are contained wrthin the 
ram. You can toad 'SCROLLCODE' from your 
programs. See lines and I of SCROLL-BASIC 
boot loader. 



G£ INTERLINK 2T 



link Gateyay GOTO 



Hou To Join Interlink GOT! 
Interlink Charges GOTO 4 



Border Clock 






Border Clock pi 
border of your 64: 



m the bottom 
and is inter ruin; i 
-■it- curt; will remain on display while 
ng or even running any Basil 
:; live v'"« U,l ::■< 2 \n 'arc. you ran 
machine code program, so long as it 
interrupts or memory 5COO0 to SC280. 
on setting the clock are contained 
program. 



Mpt 



program by Eddy Carroll. 
This program allows you to create a menu of all 
II disk and save the menu 

When you want to load any program from a 

menued disk, just load the MENU, decide whether 
you want to 1 1 1 ind select the 

program you wish to load. (When you see the 
prompt, 'Insert New Disk', -^'- - 
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■r 2560 bytes. 








i: 






n whilst 


being ca 








idmariyshootable 




A pulsing speed boos 
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playing the game 








program. 





Fast Formatter 



plodding away wrtl 
Commodore DOS for 
These unfortunate 
pace' format and ji 
Formatter It's not q 



Contributions 



Written some programs? Got some programming wisdom 
to pass on? Or do you want to write about your own 
fields of interest ? We're waiting for your rorurtbutions. 



^■ommodore Disk User doesn't just 


s 1 1 11 "i ' e, i n g the program alon 


a f5 not enough. Please 


M offer you the chance of appear 'rig 




use it. preferably in as 


^B in print, but of purring yOi.: programs 


much detail as possible If it 


're are any interesting 


on our disk for all to admire. We're always on rrv 


programming point revo.Vcd 




lookout for new programs for the disk. Anything 


111 Please do not submit mac 


ine-code programs as 


goes, utilities, games or business programs in Basic 




tain other magazines 


:-jr Tua-n le code - if we think ifsgood, wemaywell 


wo,. Id arcep', if you have any points, however, to 


publish it. 




of the program, an 


Even if you haven't got a program ro send, wed 




disk would be handy. 


love to pick your brains. .'* you have a field of 


preferably for Your Commodore's Speedy 


expertise you'd like to explain or any tips and hints 








12) Programs for the disk sho 




But how do you go about preparing a 


as possible. Th's makes out ■ 




suornibi.ee ' J„'s: follow the guidelines aen all 


up. 




should go well ft udoi I'l h ive to bea great novelist 


13) Programs under 10 lines 


-an be included in the 


■ tify ,t. .now our simple rules then 


text. If your program is longe 


than this it must be on 




14) If your article reeds any 


artwork, then supply 




clear examples ot what yoi i 




;.(■< printer. 






2) All text should be double-spaced i.e. there 






lank line between each line of text You 


IS) Photos, if necessary, mu 


t be either black and 


should also leave a margin of at .'east 10 cearacters 


white prints or colour slide 


. we can take shots 




ourselves, so don't worry ab 






16] Submissions of any length are welcome. A five- 




line routine may be just as 




Machine that it is for (C64/I28) 


series of 2000-tvorc articles 




Any^^ras required - disk, printer, add-ons etc. 


17J Payment varies guile a lot 


^ror^ex^and 




presentation of program. For 




Your telephone number 


magazine pages taken up is 




4) The top of every narje veulri have '.he following 


18) All payments aie made 






magazine containing your a 


Tide has appeared in 


Abbreviation of the article title 


print. 






19| If we do find your su 


bmtssion suitable for 


The page number 


inclusion in the magazine. 


we will write to you 


For example, suppose you had submitted a piere 


giving the terms of puPlicatio 


a the rate of payment, 


on C64 3D graphics. You should put something like 


and an agreement form. Pror 




this at the head of the page; 


will allow us to use your 


program as soon as 


3D/G. Brown/1 






51 Please make sure that you do not make any 


20) If you want the program 


o be returned to you. 






oublication, then you 


underlining. 


should enclose a stamped a 




t,i Try ir.: weie in clear concise English. Your 


21) "you use a wordptocesso 


r, then enclose a copy 


contribution ctoes not have to be a great work of 
literature, but it must oe comprehensible 


of your text on the disk an 






22) Send your programs and 




i i 1 r I r i , i i i j the article 


Commodore Disk User 




or ENDS if it rb the last page. 


Submissions 




8) If pObSible, enclose a listing of all programs. 


1 Golden Square 




9| Use a paperclip to hold the pages together. Do 


London W1R 3AB 






23) Commodore Disk Use 




10) When submitting rrorjraire lor the disk. 


liability fcl items sent to the 


magazine. 



WIN AN 
EXCELERATOR + 

An Exceler<ator+ disk drive and five slimline 64 rases up for 
grabs in this month's competition 
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SPOT THE DIFFERENCE 
COMPETITION 




For this month's competition we have 
teamed up with Evesham micros to 
offer a bundle of superb prizes. 
An Excelerator > is up for grabs as the first 
prize and five runners up will each recede one 
of Eves hams superb new cases for the C 64, the 
Slimline 64. 

Just in case you haven't come across the 
r.*( elector ■ before, it offers complete 
compatibility with Commodores 1541 drive 
while being much smaller and slightly faster 
than its Commodore counterpart. 

How to Enter 

Stucfy the two cartoons, there are a 
number of differences between them. Once 
you have decided how many differences there 
are complete the entry coupon and send it to 
the editorial address (see below). Please write 
the number of differences that you have found 
on the back of the envelope. If you don't then 
your entry will not be accepted. 



Entries will not be accepted from 
emp loyees o f" A rq 1 1 < S p e ; i ,-i I , s 1 °i , t jl 1 cations and 
Evesham Micros. This restriction also applies to 
employees' families and agents of the 
companies. 

The How to Enter section forms part of the 
rules. The Editor's decision is final and no 
correspondence will be entered into. 



Evesham Competition 
Entry Coupon 

Address 

Postcode , 

Number of differences found 

Post to: Commodore Disk User, Evesham 
Micros, 1 Golden Square, London W1R 5AB. 
Closing date: Friday, 26th February 1988. 



SUBSCRIPTIONS 
SENSATIONS! 

AT COVER PRICE ONLY! 

Any of the magazines from the list below can be delivered to your door 
with: NO handling charge NO postage costs 



A&TB Computing 


£18.00 


Aeromodeller 


£22.20 


Citizens Band 


£16.20 


Clocks 


£27.00 


Commodore Disk User 


£15.00 


Disk User 


£17.70 


Electronics Digest 


£11.00 


Electronics Today International 


£16.80 


Mam Radio Today 


£15.60 


Military Modelling 


£15.60 


Model Boats 


£15.60 


Model Engineer 


£26.40 


Photography 


£15.00 


Photoplay 


£12.00 


Popular Crafts 


£16.20 


Radio Control Model Cars 


£16.20 


Radio Control Boat Modeller 


£7.50 


RCM&E 


£14.40 


Radio Control Scale Aircraft Quarterly 


£9.00 


Radio Modeller 


£14.40 


Sea Classic International 


£11.70 


Scale Models International 


£15.00 


Video Today 


£15.00 


Which Video? 


£15.00 


Woodworker 


£15.60 


Your Commodore 


£14.40 


Model Railways 


£13.20 


Practical Wargamer 


£7.80 



The Above Prices Refer to U.K. Subscriptions Only 

This offer is also open to existing U.K. subscribers who 
may wish to extend their current subscriptions. 



Tientfi my subscription^) To with the 

I cheque/money order for £ made payable to Argus Specialist I 

or debit £ from my Access/Bardaycard no. 



DON'T GET LEFT OUT... 
GET IN ON THE ACTION 




COMMODORE DISK USER is a lot more than just 
another computer magazine. Every issue 
carries a diskette containing more than £30 
worth of software ranging from serious 
programming utilities to arcade games. There 
are plenty of Commodore magazines on the 
market, but we believe that this is the firsf to 
cater for disk users of all ages and tastes. 
The BUMBEF second issue will contain on disk: 

* Disk Librarian - Get your disk collection totally 
organised with our easy-to-use indexing program. 

* Disk- Male - No more hard-te-remember disk 
commands for you, let this uli lily make your life easier 

r Quad - a totally original twist on a familiar game 
theme. 

* Five-Up - A demanding game of chance and skill. 

* Noluxe Paint - design screens to teletext standard. 
...and lots more. 

The magazine will include full details of how 

to use the programs, plus a wealth of 

reviews and features. This month we take a 

look at SSI's latest range of thoughtful 

games. Micronet tells you how to get on 

line and you get the chance to win an 

Excelerator disk drive. Plus news, 

reviews, and our mind-bending puzzle 



COMMODORE DISK USER is what you 
have been waiting for - take out > 
a subscription TODA Y! f 



SUBSCRIPTION RATES 

£15.00 for 6 issues U.K. 
£18.00 for 6 issues EUROPE 
£18.20 for 6 issues MIDDLE EAST 
£19.30 for 6 issues FAR EAST 
£18.40 for 6 issues REST OF WORLD 
Airmail Subscription Rates on Request 



Send your remittance to: 

INFONET L TD„ 5 River Park Estate, 

Berkhamsted, Herts. HP4 IHL. 
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